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Finally! True Cinematic Quality Morphing For The Amiga®! 




ASDG is not the first to advertise 
"cinematic quality morphing" for the 
Commodore Amiga®. Having seen 
the other products, there's obviously 
more than one way to define that 
term. 

To us, "cinematic quality morphing" 
means these things: 

• Morphing must be fast. 

In a production environment, time is 
money. ASDG's MorphPlus " is the 

fastest morphing product available 
for the Commodore Amiga". 
MorphPlus " powers through 
complicated full overscan morphs 3 
to 1 1 times taster than the other 
products. 



Fastest 


....MorphPlus'" 


Easiest-To-Use 


....MorphPlus"' 


tlighest Quality... 


....MorphPlus"' 



• Morphing must be easy. 

Experts in the field praise the 
intuitive design of the MorphPlus " 

user interface which lets them create 
sophisticated full motion morphs in 
minutes instead of weeks. 

•Morphing must be high quality 

(so that it iruly can be used for 
cinematic or professional video 
applications). MorphPlus" is already 
in use in Hollywood productions, 
replacing high end systems. 



This is what we mean by "cinematic 
quality morphing." 

If these are the criteria you would 
use, then MorphPlus " is the choice 
you should make. 

See it at your local dealer! 



A sn G 




925 Stewart Street Madison, 'Wl 5J71 3 
608/273-6585 



What's 
The 
Plus? 




And 
More! 



The follovviiig names are traclemarked by the indicated companies: MorphPlus: ASDG Incorporated, Amii^a: Commodore Amiga Inc. 

Circle 102 on Reader Soruicc card. 
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THE TIME TESTED, 

USER-PROVEN, BEST 

SOLUTION 
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SHOVING 33Mla 
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Only the GVP Family of Combo 
Accelerators are Packed, Stacked 
and Backed with more of what you 
want Most! 

Don't get stuck. Don't overpay. Don't 
buy half a solution. Don't take chances. 
When you're shopping tor an accelerator, 
there is only one thing you should do... 

Choose from GVP's family of G-FORCE 
040 and 030-based Combo Accelerator 
boards. 

WHY? Because only GVP: 

► Has a proven 5 year history of the best 
product performance and support. 




► Gives you the choice of state-of-the-art 

6S030 or 68040 CPU Power at blazing 
speeds of 25, 33, 40 or 50MHZ. No 
matter what your budget or speed 
requirements, GVP has the right 
solution for you. 

► Provides unsurpassed multi-functional- 
ity through superior design integration 
giving ALL GVP accelerator users: 

• On-board SCSl-U compatible DMA 
Hard Drive Controller 

• Up to 16MB of high speed 32 Bit- 
Wide Memory expansion (up to 
64MB with 16MB SIMMS available 
late 19921 

• Ability to transform your accelerator 
into the ultimate hardcard with 

GVP's new improved snap on 
Hard Disk mount kit 

• On-board future expansion 
possibihties with the GVP 
exclusive 32-Bit expansion 
bus (including GVP's 
EGS 110/24). This 
feature alone literally 
obsoletes ALL other 
accelerator products. 

Backs ALL GVP accelera- ! 
tors with a full 2-year war- - 
ranty and upgrade program. 



Choose GVP's newest, fastest and 
feature filled accelerator. . . 
theA2000G-F0RGE040 

It's the fastest accelerator— bar none: 

► 68040 CPU running at up to a blazing 
33MHZ clocbpeed, outperforms even 
high end worksutions costing thou- 
sands more. 

It's the most highly integrated — bar none: 

► High perfonnance onboard SCSI/SCSI II 
compatible hard drive controller. 

► On-board serial port with speeds up to 
625 Kbps and two 16 byte hardware 
buffers ( 1 read/ 1 write) to prevent dau 
loss. Ideal for adding additional 
modems, printers etc. 

► On-board user configurable parallel 
port for Amip/PC compatibility. 

► Future expansion via GVP's exclusive 
GVP compatible 32-Bit expansion bus. 

CALL YOUR GVP DEALER AND ORDER 

A GVP G-FORCE 030 or G-FORCE 340 TODA Y! 



GREAT VAUEY PRODIXJS, INC 

600aARK.^VENUE 

KING Of PRUSSIA, PA 1 9406 

USA 

PHONE 215«337'877D 
fA)(21S»B?«M22 



For more information or your nearest GVP Dealer, 

call 215*337'8770. Dealer inquiries welcome. 

For technical support call 215*354*9495. 

Auitfla IS a fegiSlEred Irademark of Coirmoflore Amigs. Inc- 

AIE other trademarks jre the piopenv of their resiiettlve owners. 

C 1 99! Great Valley Prodocls. Inc 




Circle 10S on Reader Service card. 
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An Image created In Aladdin 4D from Adspec. See R. Stiamms Mortier's review on 
page 40 ior details. 




An example of Cellular Mathematics 
using CellPro from MegageM 




The origin of NTSC Cotor Is explained 
by Oran J. Sands. See page 66 




Fred Fish 

from the interview by Steve King 



Reviews 



17 MegageM's CellPro 

by Merrill Callaway 

Play the game of "Life" and 

experience Celiular Matlnematics. 

20 Pro-Net 2.0/Pro-Board 2.0 

by John lovine 

Print electronic circuit boards witin 
these two new programs from 
Prolific, Inc. 

22 Optical Character 
Recognition 

by Rich Matal<a 

Type no more! Scan your text with 

Migraph's OCR and let it do the work 

for you. 

23 VXL 30 Accelerator 

by Jimmy Rose 

Now there is more than one choice 

of accelerator for the Amiga 500. 

40 Aladdin 4D 

by R. Shamms Mortier 

In this reincarnation of Draw4-D, 

Adspec has added a host of exciting 

features. 
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In This Issue 



25 Multi-colored Text 
in DPaint III 

by George Haasjes 

A tutorial to produce dazzling effects 

with your text. 

31 Making Horror Films: 
Amiga Style... 

byJ.R. Bookwalter 

An amazing account of this 

entrepreneur's use of the Amiga. 

52 Goin' Fisiiin' 

by Steve King 

An interview with Fred Fish, de 
facto keeper of the 600-plus Fred 
Fish disk library. 

66 NTSC Color 

by Oran J. Sands 

Oran explains the origin of the 

NTSC color standard. 




27 Modula-2, Part 2: The 
Color Match Algorithm 

by Michal Todorovic 

In this part, Michael shows us the 

use of a color match algorithm. 

37 Using the C Preprocessor 

by Kevin Mustek 

Using the C preprocessor to simplify 

Amiga structure definitions. 

54 Game Creation 
with AMOS 

by Jack Nowicki 

Create your own Amiga game. 



Projects 



69 MultiKick: Build a 
multiple Kickstart device 

by Daryl P. Marietta 

Now you can select from any one of 
three different Kickstart ROMs in 
your Amiga for a low price. 




Animatrix Modeler 

from DuBoiS Animation 




Russian Blues 
a 24-bit painting done in 
DCTVUom this month's 
ARexx column. 




From this month's Video Slot 
by Frank MoMahon 







Columns 



8 New Products & 
Other Neat Stuff 

by Timothy Duarte 

From games, to BBSs, to foreign 

language instruction, to books-you 

can find them all in this month's 

column. 



43 Bug Bytes 



Hot Tips offers you a chance 
to win Elvira II 
from Accolade. 




Wild Wheels 
from Ocean/EA 



by John Sterner 
This month's column deals with SCSI 
device problems, a quick PostScript fix 
for PmWhte, and an upgrade for STU. 

45 cli directory 

by Keith Cameron 

Keith looks at a number of public 
domain and shareware programs 
running from the CLI. 

56 ARexx 

by Merrill Callaway 

How to "roll your own" IFF24 file 

viewer using ARexx. 

71 The Video Slot 

by Frank McMahon 

Attach your CDTV to your Amiga and 
discover how it becomes a CD-ROM 
video peripheral. 

75 Roomers 

by The Bandito 

The Bandito really feels that CBIVI is 
cooking with several new products 
ready for release. 

81 Hot Tips 

Reader-submitted tips for Ultima VI, 
Gods, and Populous II. 

^'^ Diversions 

Explore the depths of the Black Crypt, 
grapple with Hercules in Gods, or join 
the Lylton Police Department in Police 
Quest 3: The Kindred. 



Departments 



Editorial. 6 



List of Advertisers. 



.80 



Feedback. 



.90 



Public Domain Software... 94 
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SIGKIds brought talented 
students/artists together for a 
week of intensive learning and 
fun. See And Furthermore on 
page 96. 




PLAYMATION brings Claymation"-' 
techniques to the Amiga and more. 



UuN THOUSANDS OF 
^^ PCCOMPJmBlM 
SOFMARE PACKAGE Wm 
GUP'S A500-PC^86 
EMUlArOR! 




With innovative and unique 
engineering GVP's exclusive ASOO-HDSi- 
and A530-TURB0 "Mini Slot" opens a 
whole new computing world. 

INWODUCm THE A500'PC/286 ... 
FOR A530-WRB0 AND A500-HD8+ 
USERS ONLY, 

The GyPASOO-PC/286 emptor featres; 

► Run MS-DOS', DR-DOS' ' and even Microsoft 
Windows* ' * apjili cations, 

► 16MHZ 80286 CPU power with rates up to 15 on the 
Nonon Speed Index. 

► Provides Hercules, CGA, EGA/VGA lmonochrome| 
video emulations. 

► Run PC and Amiga appHcations simultaneously. 

► 512KB of dedicated PC Memory (DRAM) plus transpar- 
ent access up to 8MB of Amiga memory (configurable 
as normal, extended or expanded memory). 

► 80C287 math processor (FPU) socket. 

FormorebihKjnatton on GVP'sA50a^V:/286 emulator 
foryotrA530-WRB0orA500-HD8+ contact yoir local 
CO* dealer bJday, orcaHGVPat215-337'8770. 

' version 3-2 or Ister (not included) 
"version 5.0 or later (not included) 
'"not included 



HGVP 




GREAT VAlLEYPROOUaS 
600CIARX AVENUE 
H\C Of PRUSSIA. PA 19«t 
U5A 

PHONE 215«337»8770 
FAX215»337»9922 



For technical support, call 215»354'9495 

A&lifli ii t. rcoisterH] trademark o1 Co mmwlarB- Amiga. Ira:. 

AJI oilier tradefiwte are pr^^fwity cf tMr nSQNttvf owners 

S T992 Gr«t Vllley Pfoducrs. If*. 

Circle 1 24 on Re^dor Service card. 
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GVP'SNEW 
A530-WRB0 

mm 

68EC030CPU 
RUNNINGATA 
BLAZING 40MHZI 

Imagine rvnning your software 

applications at 10 times the 

speeti: your animations will play 

more smoothly, multitasking Is 

more useful, your windows open 

and move more quickly and more.. 

Don't waste your hnrd ciinicd mimcy 

on a questionable and risky haril drive 

when you can own a GVP A500-HD8+ 

classic or New A530-TURBO. No matter 

whaE GVP solution you choose there is no 

doubt that you will be getting the fastest, 

most expandable and safest hard drive system 

you can buy for your A5C10I 

Both the NEW A.S30 TURBO and A500- 

HD8+ are externally installed in a snap. It's 

simple, fast and worrv" freel And it doesn't 

void your warranty. 

BETMOIS FOR YOUR MONEY WITH GVP... 

► Choose from a full range of factorv' tested 
hard disk drives up to 240MH. 

► Speed increase is the key. Through GVP's 
custom chip ;md FaaastROM ' technology' 
once unreachable perfomiance is achieved. 

• GVP Custom hitegration ensures great- 
est possible perfomiancc and reliability 

• Direct and instant access to up to 81V1B 
of 32-Bit RAM on A530 Turbo and 
standard SMB on A500-HD8+ Classic. 

► Expandabihr>' is a mmt. GVP does not 
close the dixir for future expansion needs. 
Insure your investment with a GVP Hard 
Drive Solution: 

• Supports up to 7 external SCSI devices 
for tape backup, CD RO.M Drive etc. 

• Add up to SMB of F.«T RAM for die 
A50O-HD8+ or SMB of bliizing 32-Bit- 
Wide RAM for the A530-TURBO. 

• Run thousands of PC compatible sofnvarc 
pacbges with die GVP A.SOO PC/286. 
This optional board incorporates state-of- 
the-an integration that opens a whole new 



computing \vorld. Simply plug the GVP 
PC/2fi(i into our exclusive "mini-slot" and 
you are off and runrung PC programs! 

• Optional socket for 68882 FPU in the 
New A.t30-TURBO to speed up rendering 
applications. 

► Rehability and a company who stands 
behind their products is a given with any 
GW product, and has made us the largest 
iAmiga peripheral company in the world. 

• Free dediGited univeisal power supply 
included with both the A.SOO-HDS^ and 
A530-Turbo. Don't even think about 
straining your A500 power supply. 

• Intemal fan to ensure that your system 
stays cool. 

• 2->T limited Factory Warranty on both the 
A500-HDS+ and A530 Turbo. 

• Game switch for the AS00.HD8+ and 
Turbo switch for the A.i30-TURBO 
ensures full game compatibility. 

• The best technical support team in 
the business. 

' Requires kiclalarl 1 .3 or Uglier 



REMEMBER: YOU ONL Y WANT TO BUY 

ONE HARD DRIVE FOR YOUR A500. 

GVP MAKES SURE YOU DO IT ^.vj^v 

RIGHT: CHOICE, SPEED, EXPAND- O^^ 

ABIUTY AND RELIABILITY 5"« 

ARE BUILT IN. . 

AND ONLY GVP GIVES YOU "^^•^ ^ 

A FUli TWO- YEAR WARRANTY. ^ ,^ 
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Circle 1 12 on Fleader Service card. 



CR£/\T VALLEY I'RODUaS, INC. 

«»CUSK AVENUE 

KI\C OF PRUSSIA PA 19406 

U5A 

PHONE 215'337«8770 
FAX2I5'337'9922 



For more inlormalian or yaur nearest GVP 
Dealer, call 215*337-3770. Dealer inquiries wel- 
come. Forteclinicai suppor! call 215'354-9495. 

AmiQa IS ii letjislEceii iracemark of G&mnioaora Amiga, Inc 

A500HII8.. ASaOTurOo. and FwstROM m IradeiTUrte ol GrsatValty Prolucte, Inc 

O 1992 Great VUlty Proiiuai. Int. 
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WOCA-Pasadena 

,4jm7;in^'Cii(;i;MifiJi^subscribers(andylC 
readers who attack the newsstands as soon as 
tho new issue of AC arrives) should recei\'f 
this issue shortly before the World Of Com- 
modore Amiga in Pasadena, September 11 to 
the 13. I encourage you to attend the Pasa- 
dena show. In that effort, we have included a 
coupon for $5 off Ihe attendance fee (not to bo 
combined with any other offer) in this issue. 

Aside from sa\'ing some money on the 
attendance fee, I believe it is your best oppor- 
tunity to witness the newest and best the 
Amiga has to offer. While we are not allowed 
lo say what Ctinimodorc will unveil other 
than the new Amiga 600, 1 have it on strong 
authoritv that CBM will be demonstrating 
more than one new product for the American 
market. In addition, Amiga corporations such 
as Centaur Software, Digital Creations, Great 
Valley Products, Migraph, ASDG, ICD, Merit 
Sof tivare, N'ew H orizons, Sof t-Logi k.SunRize 
Industries, and more have signed up early to 
bring their neivesl and best to this event. 

Most of our readers know mv personal 
belief regarding Amiga shows. If you can 
attend, do attend. Aside from sharing your 
concerns and Ideas with fellow Amiga users 
and vendors, you have an opportunity to 
listen to and even speak with decision-mak- 
ers at Commodore. CBM U.S.A. President 
and General Manager Jim Dionne not only 
participates in keynotes and seminars but he 
fours the show flcKir and he talks with Amiga 
users in the CBM booth. 

Unlike other industries, the Amiga mar- 
ket is unique. Every vendor in the Amiga 
market knows just how important his cus- 
tomers are. Your comments are always valu- 
able. This is why we have chosen 
Commodore's largest American A miga event 
to date to announce the winners in the Amaz- 
ing CoiHfHitmg Readers' Choice Awards. 

Need another reason? Aside from free 
seminars, prize giveaways, new product in- 
troductions, special show prices on Amiga 
hardware and software, and the ability to 
hang out with a group of people with similar 
interests, you may also meet special invited 
guest — Phillip Robinson. Mr. Robinson is the 
author of the "Tlie Amiga Is Dead" syndi- 
cated article (response in^lC V.7.9 editorial). 
Itseems Mr. Robinson hasdecidcd to research 
the Amiga marke! a little further. 



Mr. Robinson has written a second ar- 
ticle in which he basically states he did not 
mean lo say Ihe Amiga is dead. The article 
goes over the many good points of the Amiga 
and also discusses why he wrote the original 
article. However, he ends the article by con- 
tinuing to tell people they should not buy an 
Amiga. If Mr. Robinson had tried that same 
line in the Macintosh or MS-IX>S markets, no 
doubt lawyers would still bo plastering him 
with paper. 

Due to the mature nature of Amiga us- 
ers, security screening should not be 
neccessary for Mr. Robinson's appearance. 
Besides, I am sure Mr. Robinson will be bat- 
tered enough by reality. 

The A600 Comes to America. 

OK, we kiiow it was invented here; we 
just wondered when Commodore would of- 
fer it for sale. Commodore will unveil the 
Amiga 600 at the World Of Commodore in 
Pasadena. Ho«'ever, prior to that, CBM will 
be shipping the unit to dealers throughout 
the country — hence, thepicturesof the Amiga 
600 on the front cover of this issue and a 
discussion of its features in the article on page 
48. 

.AChasbecn watching the appearance of 
the Amiga 600 since Phil South covered its 
European launch in the May issue oiAC. We 
studied the computer again when Commo- 
dore U.K. launched it in May {AC V. 7.7). So 
why do we show it again here? The most 
important fact is that it is now available in the 
country that created it. It also has had a few 
changes incorporated since the original units 
were shipped in Germany. 

This is not unusual for any company. 
Most American producers have decidedly 
different products in other coimtries from 
their American counterparts. Some of this is 
caused by a difference in (astes. A candy bar 
in Germany or Switzerland is much sweeter 
than the same brand sold in America. The 
English prize their tea. If you have ever been 
fortunate enough to have a friend, not an 
importer, send you tea from England, then 
you understand why. 

Another reason for the differences is the 
necessity of what is being offered. The Amiga 
1500 never made it to the U.S. One assump- 
tion is that the machine, a hybrid 500, was 
designed to be a step up from the standard 



Am iga 500 to accustom u sers to more opt ions. 
American consumers did not have this prob- 
lem . They were using the Amiga 2000 from its 
first release. Each market tends lo hn\'e con- 
simiers with different stvles. The American 
model Amigasnced morestorageand power. 
It seems that the Amiga 600 has ben- 
efited from testing in Europe. The end result 
is a machine with a larger hard drive and the 
most current operating svstem. Workbench 
2.1. However, at this point I must issue a 
warning: Commodore's efforts to provide the 
best also means they have cautioned us that 
the machine sent for (his article may differ 
from the actual machine shipped. 1 do not 
mind. I hope they keep expanding the Amiga. 

SIGKids 

In closing, I would like to offer a per- 
sonal thanks to Amiga artist Curt Knss. In 
"And furthermore..." on page 96, we discuss 
the efforts of 11 bright, motivated, and enthu- 
siastic Amiga students. They spent a week at 
SIGGRAPH '92 quietly demonstrating what 
the Amiga can do best. SIGCRAPM was filled 
with a great many high-priced and overrated 
graphicsolutions. But behind the scenes, these 
students were showing the Amiga actually 
producing product. 

This effort was accomplished because 
Curt Kass believed in the Amiga and believed 
in the sludents. His effort not only provided 
the Amiga SIGKids their own area but also 
the equipment to learn and create a project. 
He worked with the students every day to 
help them focus on their task and learn from 
each other. Mr. Kass provided the coaching 
necessary to see the job completed. 

Mr. Kass demonstrated what is needed 
in e\'ery endeavor. He combined the best of 
the Amiga with the best of these students and 
let them expand u'hat could be done. Mr. 
Kass's effort is an excellent example of what 
an individual can accomplish in this market. 
Thank you, Mr. Kass; your effort is appreci- 
ated, 

Sincerely 



// 



Don Hicks 
Managing Editor 
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Now, yourAmiga* 2000/3000 is a 

Computer, Fax Machine, VoiceMail System, 

and Answering Macfiine ail at once! 



/ THI^ IS THE 

( /MFORMATlOtJ YOU 

R£OU£-?T£P. UHflT I 



GVP'sNEW 




honePak 



HlJOSf 
I GOT YOUR 
I THINK IT , 
GUAT. 



PHONEPAKS 
EXCLUSIVE 
VFr TECHNOLOGY 
TAKES FAX AND 
VOICE MAIL INTO 
THE NEXT CENTURY! 

You know what a fax ^ 

mactiinelS. You know 

what an answering 

machine DOES. 

You know how voice 

wail WORKS. "'^-- __ 

Now imagine all that technology 
working together as a single comprehen- 
sive information system all on one board. 

And Slat's just the beginning when it 
comes to what GVP's new PhonePak 
can do for your A2000/3000! 

PhonePak Handles All Calls 

With a PhonePak VFX system installed 
on each of your phone lines you can: 

► Receive faxes and store them on your 
Amiga's hard disk for on-screen view- 
ing and/or plain paper printing at your 
convenience. 

► Use PhonePak's advanced digital 
technology to record and playback 
voice messages. 

► Receive VPX™ messages combining 
voice and fax, from virtually any 
standard phone/fax machine. 

► View a fax onscreen and listen to a voice 
message about that fax at the same time 
— a GVP multimedia breakthrough! 

► Send faxes to one or more numbers 
immediately, or via PhonePak's built-in 
scheduler. 

► Record and play your own voice 
messages in standard IFF audio format 
using a fully configurable system of 
private user mailboxes. 

► Create customized databases for all 
your names, addresses, and telephone 
numbers. 

► Use PhonePak's exclusive Operator- 
script language or AREXX to control all 
dialing functions. 

And because PhonePak uses GVP's 
custom DMA chip technology for multi- 
tasking, you can keep right on working, 
even while PhonePak is taking calls. 
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PhonePak Saves Time 
and Money 

With PhonePak, you get a powerful, 
yet affordable, fax and voice messaging 
system that: 

• Can be learned in no time with the 
simple, step-by-step user's manual. 

• Completely eliminates costly and 
unwieldy thermal paper. 

• Offers scaled, nonscalcd, and inverted 
viewing of faxes in both HiRes 
(640x400) or Workbench 2.0's 
SuperHiRes (1280x400) mode. 

• Intelligently transfers incoming calls 
over Ccntrex" or other compatible 
phone networks. 

• Lets the caller decide whether to leave a 
message or speak with the called pany. 

And, you get something no other fax 
machine or computerized fax product can 
offer — privacy for every fax received. 

PhonePak Helps You Work Smarter 

As you can see, anything fax macfiines, 

answering machines, and voicemail systems 

can do, PhonePak can do. 

Plus, PhonePak is the only technology that 

gives you fax and voice information 

combined. 

Whether you fiave a single phone line at 

home, or multiple lines in the office, — 

once you install PhonePak, you'll wonder ^ 

how you ever got along without it. 
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Main 
PhonePak 
Control 
Panel 



For more information on what 
GVP's PhonePak can do for you, 
call (21 5)337-8770 today. 
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• Software • 

An American Tail 
A graphic adventure game based 
on Steplien Spielbergs animated 
films is now available from 
Capstone Software. Designed for 
ages 7 and up. An American Tail 
(S44,95) features digitized back- 
grounds from the films, intriguing 
puzzles and games, and dozens of 
interactive characters. 
Players join Fie\'el Mousekewitz 
i n his quest to reach his fam ily and 
foil the fiendish schemes of the 
Mott Street Maulers and the Cat fi. 
Waul gang. From the streets of 
New York City to the Old West, 
Fievel strives to run the cats out of 
the city and help Tiger and Wylie 
Bump stop the giant mousetrap. 
To launch the game. Capstone is 
sponsoring The Fievel Sweep- 
stakes, with a grand prize trip for 
four lo Universal Studios Florida. 
Other prizes include videotapes, 
Fie\'el dolls, and posters. Capstone, 
U540 S.W. I36ih St.. Sitilc 204. 
Miami, FL 331 S6, (8iW 46S-7226, 
hujuiiy #205 




ANl 
MODELER 

DUBOIS AN1UA7KIH 



Animafrlx Modeler 

For the first time, Animalrix 
Modeler now provides the ability 
to view and model in real-time 
stereoscopic virtual reality, using 
either the X-Specs glasses from 



Haitex or the supplied red-blue 
glasses. This represents a break- 
through In 3-D modeling on the 
Amiga, and must bo seen to be 
appreciated. 

Animatrix Modeler ($139.95) 
provides the"hand5-on" approach; 
all operations are performed in 
perspective stereo or non-stereo 
mode. Features include real-time 
rotation, scaling, and translation, 
single and grouped point editing, 
edge and face subdivision, point 
jointing, magnet, reflect, clone, 
extrude, hide, combine, and key- 
board equivalents. Objects can be 
loaded and saved in six formats, 
including liiingim and iightWaiv. 
diiBois Animation, 7012 N. 
Clmrtriincl Aiv., #f. Etimond, OK 
73034. (405) 34S-4670, 1 1 }qiiiry n206 

Apogee 3-D Fonts 
Collection 

The Apogee 3-D Fonts Collection 
(S80)isasetof3-Dfonts specifically 
designed for broadcast video. 
These fonts take advantage of the 
advanced features of the 
Lightwave 2.0 modeler. The 10 
fonts are Helevetica, Times, Cou- 
rier, Avant Garde, Cooper, Chan- 
cery, Brush Stroke, Eurostyle, 
Futura, and Symbols. Each font 
contains all upper and lowercase 
letters plus eight symbols — a total 
of 700 objects. Di;;ititl Arl». 20515 
SWnU a., Miami. FL 33189. (305) 
37S-S734, Inquiry #207 

Audio Gallery 

Fairbrothers released three more 
titles in their Audio Gallery series 
of talking picture dictionaries — 
Russian, Korean, and English for 
Romance speakers. 
Audio Gallery is a foreign lan- 
guage learning tool which em- 
ploys Amiga graphics and digi- 
tized speech — the modem way to 
help one learn a foreign langauge. 
Korean (S12y.45) features the full 
use of Hangul characters, Russian 



($129.95) utilizes Cyrillic Alpha- 
bets from Classic Concepts of 
EJellingham, WA, and English 
(S89.95) can be played in French, 
German, or Spanish translation 
mode, 

Enhancemenls include an iconized 
table of contents and a new gad- 
get-scrollable online dictionary. 
All Audio Gallery products have 
been upgraded for AmigaDOS 
2.04 and A3nOO compalibilily. 
Fiiirbwllwri, 5054 S. 22mi Si., Ar- 
linglon, VA 22206, (703) 820-1954. 
hiqitin/ §208 



AUDIO 
GALLERY 




BlbleReaderProl 

BibleReaderPro! (589.95) replaces 
E a s y S c r i p t ! S o f t w a r e ' s 
BibleReader. It features many ca- 
pabilities of BibleScholar, but a 
hard drive is not required. Dual 
bindable windows, a built-in 
word processor, instant access to 
any book, chapter, and verse, a 
large list of topical references, 
800,000 character concordance, 
and Amiga speech are just some of 
the features. Two floppy drives 
and 2MB of RAM are required. 
Eflsi/Srr /;>(.' Sofheare. 10006 
Coi'ingto>iDr..Himlsvi!k,AL35SQ3. 
(205) SSl-6297, inquiry n209 

BibleScholar! 2.0 

This new version ($ 1 49.95} offers a 
display choice of P.A.L 640 .\ 256, 
640 X 525, or NTSC 640 x 400. The 
concordance and context search 
let the user instantly loca te 99 per- 
cent of all words/combosof words 
contained in the Bible. Mark any 
block of text and port it to a file, to 
an Arexx-compatible word pro- 
cessor, or to BibleScholar's built- 
in word processing features. 
Bound or independent ^vindows 
allow the user to compare \erses 



from different parts of the Bible, 

or from different translations. t\ 
demo disk is available from 
EasyScript! for SIO. A hard disk 
and 2MB of [lj\M arc required. 
F-mifScript! Softioare. 10006 
Covin^hm Dr.. Himtsville.AL35803, 
(203) 881-6297. Iiiqiiinj il2W 

Business Front 

Designing Minds Software an- 
nounced the release of Business 
Front (S129), professional ac- 
counting software for the Amiga. 
General Ledger features include a 
user-definable chart of accounts, 
sub-account numbers tor job cost- 
ing, standard built-in financial 
reports, and flexible report for- 
mats through the top form. Ac- 
counts Receivable features include 
alpha-numeric customer numbers 
for easy recall, automatic interest 
calculations for overdueaccounts, 
complete aging reports with or 
without details, user-definable 
terms of sale, automatic discounts 
based on payment terms. Accounts 
Payable features include alpha- 
numeric vendor numbers for easy 
recall, bills due reports, mark bills 
for payment, partial, or full, pay- 
ment sea rch by i n\-oice nu mber or 
vendor number. 1MB of RAM is 
required and a hard drive is rec- 
ommended. Designing Minds Soft- 
ware, 3006 North Main, Logan, UT 
84321. Uumirif #2n 




CNet V2.20 Bulletin Board 
System 

CNet v2.20 (S129.95) is a fully 
multitasking BBS for all models of 
the Amiga. Supporting up to 24 
phone lines, CNet is equally at 
home operating a sma 1 1 single-line 
BBS, or as an international FICXD 
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Missing 



The IV24' ' Video Imaging System by GV P is you r computer n link to: 



I" 





You Iiavt oiily 1 w]«) sloi in «)ur i\migii®. Only 
OiYf. Kl-t nuikji siirt' \i)ii tikt inaviiinun Mh'.itituic 
of ii, \ci otluT nnilii-fiinaion mim fnluuia'iin/nl 
[H'riplu'nil links your 







Amifia to more video 
fi|iiipnKin, nniW-nieiliu ;md oilier doic(s. 
IvKUtLs ;ai(i pnijj.uiLs dum (iW's I\24 
Clieck iMit tliesf feiuiires: 

* Sep;iniU' ConipOMle ;in(l RtiB \id«) 
U'lilwks * l.SMIi. 2)-b)l. 1().S Million 
Color I'niiiie liiiffer * Realtime 
rramesrahher/Digitizer * Flicker- 
i;liiiiinalor (cli'-inlerhieod\itlw)( -*■ ROB, 
(bni|x>site. S-\1LS luic! ojniorcil ( Jniiixmnil 
W\) ['omun Diiiipatihilil\' with the Ml' 

* Pictiire-ln-1'icluie (!'IP) Video-Over- 
Ap|)lic';ition or ;\pplicaiioii-()ver-\'idL'o 
Display * Disytid ;uid .■\n;ilo!; Ke\ !npiiLs. 
(i^T'S hiitulled s()fi^^■ln• Ls your link to 
creative iniiigitig. Iliere's iilisohnely no 
limit !o \oiir cn'.ili\it\, iin;iginii luxi fun witli 




the full nini;c of software 
indudctl «itli your l\ i-i; 
Desktop Darkninm'" 
brings die plioio shop to 
your dcj^kiop with filters, 
special effeas and cdor separ.iiioas cip:t- 
bilitv- from images cqniircd h\- die l\'2-i aid 
\ideo camera. \CR. other vide«i sources. 
Hxplore pholoi;niph\'s haure, today. 

MylAff" (.My Liie .Action Diredor) 
makes evervone a profession;d vidto- 
graplier with a i sipud, 2-inpiit switcher 
aiid 50 speci;ind;u'mui.sidoii.s. 

.New, enlionced .\taanpaUil-r\24"' 
kls tlie :uli.si in you tniK express ilself wltli 
l().K mdlioii color paint luid ini;iKe ilJRitiziii!; diiii show 
2HbiLs — iLsyouiLseit. 

Plus, -.in Kis\-to-leani \iileo dtlinj; .siMeni 
for your videos ;ai(i niuKi-niedia presenia- 
doas. iLsvvell ;i.s;ui iiiiiTKkidioniolheexdiiii; 
wtirld of .i-l) nuKleliiiK. 
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Miiirwoi-k III 



A DL'stittip r>artcriM)m 

Wliat's \oi:r link to WP's l\i-(? Uidi die Wl-i, uU tlie bundlui sofiv\'.ire ;md vour choice of Vlls. \our links ;ire mdless. 



irdworw 



"1 found a link to 

creating great special 

effects on Sickelodeon 's 

Nicit Amide..." 

Karim .MitdlCo^ Pnxtunr. Md^dddtou 
AnafeBahca^titeffPrudiKticmv OriandcFL 

"I created 2+bit fiks from sra|»hlcs lo kcej) 
ilidr colors intact. These imiiscs nen! cap- 
tured by the QiLuild Piunlhos" fnim the 
i\'2i"s an;ilof; RGB mupui. The Paindw.\ 
generated b;icl<gr<)unU Ihcn cajiliiit'd k llie 
I\ 24 \vi I?GB. The most idling lesuinieni to 
die board's tjuiiliiy i? tliat the IV24 atcived 
tlie best asponsc of ;ill the .\mii!a-a'l:it«i 
tWces 1 h»e sliowi! hrwadca.'^ aigineers." 




f found a link to 
corpora te presentations " 

Bill Vxjavi., CiirpiinUi.- C4miiiiU]iic:iIiniis 
Tcclinirian. Faliniel Corp.. (imleo Grove. CK 

■•| U-se die IV'24 raainh' as a 24 bii disptn device 
in an .WX). 1 scan in 24 bii image; with an 
Epson* 24 bit scuiuer. and thm network diem 
10 a Video TiKLsier' . The fini-shcd product is dLv 
ptned in our ir.uniii;.; room on two 2^" 
Miwibi^iii " iniiiiiti>i> 1 will also iLsc lhelV24 
vUdi u PoLuTiiil ■ freeze fhune uniL" 

"I found a link 
to great animations. .." 

Torn lluKliistiii. PnwliiciT. VVilit Orchid 
Crapliics. Cil) HiH.k. t)R 

'■IV24 is wliat I'w betfl wailiii}! for. I usi' It nitli 
lni;^anc' sofovarc lo produce animattoas for a 
local cable comp.iiK. i niiltv' like being able lo 
use one monitor and have a lie-interiaccd out- 
put thiU imcsnitcs into the system heller than 
■MK other fr.une buffets 1 kinked at 



"I found a link to 

a numey-nuikhtg 

opportunity..." 

PAll. GII.VI V\. Kmrrpn'iiciir 

(.■ideiiiLst / Ktlircd. Kiiil;ik). 
PtTTional Sport*; Cjtrds. IVnficld. -ST 

"I bou;;!)! ( W.v |\ U s> my nr,tiid,son and I 
can itt\ikv and seU ix-oJiiUiii/ed b.whLJl 
canLs vulh Deluxe IHiini ' . tlie 1\24 in liie 
onl) priKliirt on die mariirt v\illi llie K( JB IN 
and 01 T 1 needed lo connect niv video 
camera to a Kodak'' lljermal printer, l! suits 
my needs 
IwrfectSy. Fie 
used many 
IV24 Cealiircs 
— indiKling 
RIdure-in- 
Ptaute — 
andliic^TC 
all .superb." 



ty of Mickiledcon 




IV24'S VIU: 

Your link to more power am 
productivity from your current hardwori 

Tlie heart of every IV24 is the Video Inteifoce Unit |VHI) 
«iith fully odjustoble, soltmre controlled, mulliple video 
format copabSity for complele ver- 
satility and Rexibilty when it tomeSj 
to video production signal compati- 
bility, [home: 

Vltt-S (RGB Spfitter): 

Compoa1e,S-Video(Y/C)flndRGB 
input sources; sync generolion; sig- 
nol line stobiliiation; both Composite 
and S-Video for video tope recordinj, 
or stnndard monitor viewing; input 
for extemol digital or analog 
Composite key souice for 
ChromaAuniinance keying, 

VIU-CT (Component 
TranModer): 

All the VIU-S features, plus RGB to 
Y/R-V/B-Yandy/R-Y/e-YtoRGB 
input and output conversions for 
BeJocom/MIl; VGA-style monilor 

:ii J 






^GVP 



For more information or your nearest 
GVP Dealer, phone 215-337-8770 today. 
For technical information call 2IS-354-949S 

GREAT vA.^tl FRCDLCT5, .\C. FHONE 1 5>-37-a770 

600 CLARK AVENUE KIIMG OF PRUSSIA. PA \im U.SA FAX 2i5<337-9921 
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Net ar UUCP network node. 
Sevcrii I BBS users cnn bo connLtrtcd 
to the Amiga in the background 
while you operate a word proces- 
sor or spreadsheet. CNet requires 
1MB of RAM, plus another 200K 
forunch phoneline. All miilti-SL'rinl 
port cards are supported. 
The system installs on any hard 
drive, and comes with complete 
instructions. Other features in- 
clude multi-user conferencing, 
several XPR file transfer proto- 
cols, true visual editing for ANSI 
users, and a unique password 
system for security- The system 
operator can extend the system 
still further with the addition of C 
Language, AmignDOS, AKexx 
external program modules for 
games, utilities, or business ap- 
plications. Those wishing to see 
CNet v2.20 online may call Per- 
spective Software's 24-hour cus- 
tomer support BBS. 2400 baud: 
(313) 981-1524, 9600 baud: (313) 
981-6150, 14,400 baud (v32 BIS): 
(313)981-4113. Bnvr(v/fl'"c.'; Prorf- 
iicts, P.O. Bar 40/91, Redfcrd, Ml 
48240,(313)537-6168,Inquinjit2U 

Conquests of the 
Longbow: The Legend of 
Robin Hood 

Sierra On-line has just released 
Conquests of the Longbow: The 
Legend of Robin Hood ($59.95), 
another title in their role-playing 
line of games. Joumev through 
the ever-enchanting Sherwood 
Forest as the most enduring outlaw 
of all time. Blending History, leg- 
end, and pure magic, designer 
Chisty Marx recounts this age-oid 
tale with amazing detail and au- 
thenticity. 

Cross the threshhold from modem 
computer to Medieval England, 
assume the role of Robin Hood 
and join his band of loyal men — 
Little John, Will Scarlet, and Friar 
Tuck — in the quest to sa\'c King 
Richard the Lionhenrt, For those 



whodare, raisehi.s ransom by force 
or skill. Money alone won't win 
his release nor protect our high- 
waymen from unrelenting attacks 
by the Sheriff of Nottingham. A 
keen wit will be the weapon of 
choice and the key to finishing the 
quest. 

Features include 64-co!or art, an 
original soundtrack based on 
medie\'ai music styles, and dozens 
of pathways and alternative solu- 
tions lending to any one of four 
possible endings. 1MB of memory 
and hard drive are required. SiVrra 
Oti-lwc, P.O. Box 4S5, Coarscifoli!, 
CA 93614, (209) 683-4468. biqiiir]/ 
a 2} 3 




hideous hordes of mutant sup- 
porters. The mutants plaguing the 
land must be o\-ercome before 
Dojo Dan can face the ultimate 
challenge of Valrog himself. 
Twenty grueling stages of excit- 
ing action, with puzzles and 
bosses, test even the best players. 
Other features include a sound- 
track by Alistair Brimblc, 160 col- 
ors on-screen at a time, and more. 
£rir<i;if ('*.■; Softiimrc, Eiirc[iti Hoiisf, 
Adliiigtoii Park, MacclesfiM. SKW 
4NP. 011-44-625-859-333. hiquhy 
#215 

EasyCtipArt! Christian 
Images 

Christian Images (S24.95) are for 
Amiga users who want tocnhance 
church programsor Bible research 
with Bibl ical-oriented clip art. This 
collection of DeluxePaint-type 
brushes can be pasted, stretched, 
and changed to fit just about any 
user's needs. Over 50 high-qual- 
ity brushes ranging from seasonal 
art to religious symbols are in- 
cluded. EafySfrii't! Sofham: 10006 
Coviiifitflii Dr.. Hiintsinllc, AL 
35803, (205) S81-6297, Inquiry #21 6 



ing $50 and the original program 
disk of one the above programs. 
The Disc C(im|Mii.v- P-O. Bo.x 67713, 
Los Aufifles, CA 90067, (301) 207- 
160O,l)iq!iirtiil217 



Covert Action 

In the 1990s, our national night- 
mares are haunted by wild-eyed 
political extremists, greedy and 
ruthless drug lords, and lunatic 
militar^■ dictators. For too long we 
have felt powerless to stop them. 
As superspy Max Remington, 
challenge these threats and neu- 
tralize their shadowy schemes of 
terrorism, smuggling, and extor- 
tion. A seasoned veteran of mod- 
ern, hi-tech undercover opera- 
tions. Remington always obeys 
t\vo rules of Covert Action: 1 . use 
your intelligence. 2. If rule one 
fails, use your weapons. 
Recognize faces, break codes, un- 
ravel plots, decide which leads to 
follow and ignore, and more. 
MicrpPrpfc Sofl-Mirc. ISO Liikt'fronI 
Dr., Hunt Valley, MD 21030, (301) 
771-1151, Inquiry #214 

Dojo Dan 

Set in the mythical land of 
Banzaari, Dojo Dan (£25.99) lakes 
on the evil warlord Valrog and his 




ctkm 



A lechiw.Thrttia' 
I'mm Ihc Cw; Kfct 
nf Max Rrnloiettn. 



KindWords 3 

The Disc Company has released a 
new version of KindWords (SI 29), 
their word processing and page 
layout program. Creating attrac- 
tive documents is easy. Features 
include automatic text flow 
around the contours of graphics, 
context-sensitive online help, a 
WYSIWYG window-style inter- 
face. Proximity spclUng checker 
and thesaurus, and much more. 
Owners of excellence, ProWrite, 
Pen Pal, Quick Write, Scribble, 
TextCraft, or WordPerfect can 
trade up to Kind Words 3 by send- 




LabelDexl 1.5 

LabelDex! 1.5 ($74.95) now fea- 
tures VideoLibrarian, a feature 
which catalogs videotapes and 
prints both spine and face VHS 
and audio cassettes. LabelDex is 
also an integrated mailing data- 
base and labeling program. It can 
organize mailing lists or floppy 
disk libraries and print a large 
variety of standard and custom 
labels. It can even be used as an 
Arexx script editor for remote 
control of other Arexx-compatible 
programs. Supported printers in- 
clude Hevvlett Packard LaserJet, 
DeskJet, PostScript, and Epson. 
1MB of RAM is required. 
EasyScript! Software, 10006 
CovingtonDr.,HiinlsviUe.AL35S03. 
(205) 881-6297. inquiry K18 

Lavandiss Role Playing 
Gaine System 
Lavandiss Role Playing Game 
System (539.95) is unique in many 
ways, but mainlv in that the pack- 
age comes with a module genera- 
tor which allows the player or a 
friend to create the play world he 
or she wishes. 

The module generator allows 
placement of spell scrolls, potions, 
monsters, treasures, heroes, and 
\'illains. Choose a scenario with 
different game tasks and goals. 
Features include two game play 
view points, a 3-D eye point view 
window of game terrain, and 
more. Twopre-made modules are 
included. IMBofRAMis required. 
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Important News 

For The Power Hungry: 

Your Dinner's Ready. 




|ome and get ii. 

The new Amiga" 3000T muliimedia 
vvorksiaiion lower — ihe mosi expandable, 
Hexiblc Amiga ever buili. 

Now powered by a 25 MHZ Motorola 
680-iO CPU, the A3000J ii faster than 
evcrbejorc. (Curreni 
A3000T users can upgrade 
10 a 040-based accelerator 
card for just $1,998.) 
The A3000T features a 200MB hard disk 
drive. A 3.5" floppy disk drive. 5MB of RAM, 
expandable lo 18MB. And 32 bit bus arch- 
itecture to transfer mammoth amounts of 




information ai breakneck speed. 
The truly power famished will 
be happy to know that the 
A3000T is stuffed with an 

abundant selection of 
expansion slots. 
There's a co- 
processor slot. A 
video slot for 
internal devices. 
Up to four PC 
slots. And up to five 
Zorro II] slots. Ever)' 
Amiga 3000 series computer comes with 
Commodore Express ' Gold Service options.* 
And convenient leasing terms are available. 

Now, you'd expect a power feast like 
this lo can-)' a fat price tag. But now through 
September 30, you can sit down to an Amiga 
3000T with a monitor for just $5,998.** Which 
in itself is a powerful reason for seeing your 
Commodore dealer today 
For a dealer near you, call 
1-800-66-AMlGA. ^ tTI' 

In Canada, call ^^rW^M '■: i ' 

1-800-661 -AMIGA. 
Bon appelit. 




C' Commodore' 

AMIGA 



01991 Ccmmodorc Eu^ines? Machine^ Inc Conimmlurc and [he Gunmodore U>i;ti arc regisicit. ;■(:■,■: .'i Commodore Elccironic* Lid. Amipa is a TCgisicrcd iradcmnrlc of 
Commodore-Amiga. Inc. Fioducisa^-aibblc on CiS.-\ schedule G5-00K-9i-AG5-5069 * AviibbJc m!)- on •■-.:■ ::'./.: :riiheUS.ihrou^ an auihonadGmmodoTC'Aniijpi dealer Xuaoraeraan-a'.on 

rcquLfd Some optmul ppognms mdaJc a dirge " ' USRP 



Circle 101 on Reader Service card. 
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Collude Softii'im: n3-3829 Regina 
Azv., R('x'""i. Snfkiilclicwau. S4S 
0H7. Camdii, Inqiiin/ tilW 




MaxiPlan 4 

The Disc Company's MaxiPlan 4 
(Sl-l'-^) — a spread siiect, database, 
and charting program — lets you 
l.iko control of financial analysis, 
database lists, marketing research, 
and othernumbcr and data tasks. 
Organize, calculate, and present 
your data graphically with color- 
ful charts all in one program. Fea- 
tures include macro commands, 
dynamic file linking, and more. 
Owners of MaxiPlan, Planlt, Ad- 
vantage, Analvze, SuperPlan, or 
VII' Professional can trade up to 
MaxiPlan hy sending the original 
program disk of one of the above 
programs and $75. TJic Disc Com- 
jmin/, P.O. Box 67713, Los Angeles, 
CA SOfteZ. 1301) 207-1600. Iiiqiiin/ 

niio 
MegaFortress 

MegaFortrcss, a nearly in\-isibie 
atlacker, carries enough firepower 
to destroy the most hca\'ily de- 
fended targets in the world. Amiga 
owners can test their long range 
strategic air assault with 
MegaFortress (S39.95). 
Based on Dale Brown's best-sell- 
ing novel ¥\if:,hi of the Old Dog, 
MegaFortress features the modi- 



fied U-521 i Stratofortress aircraft 
loaded with state-of-the-art sen- 
sory apparatus and weapon sys- 
tems. The arsenal includes the lat- 
est air-to-air and air-to-ground 
missiles, anti-radar missiles, air 
mine rockets, high explosive iron 
bombs, and infrared guided glide 
bombs. In addition, the program 
includes state-of-the-art radar and 
3-D terrain mapping screens. 
The game's 31 missions lake place 
in three theatres — Desert Storm, 
Eastern USSR, and USA Red Flag 
training area in Ne\'ada. In each 
mission, the user plays the role of 
pilot, co-pilot, navigator, elec- 
tronic warfare, and offensive 
weapons officer simultaneously. 
Along with confronting numer- 
ous threats from enemy fighters 
and SAMs, the user must master 
the art of resource management. 
Thn'e-Si.\l y, dist ribu led In/ Electronic 
Arts, 1450Fnfhi(i>] Iskml Blvd., Snii 
Mnhv. CA 94404, (SOO) 245-4525, 
Inquiry #227 
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Migraph OCR vl.l 

Migraph OCR Version 1.1 ($29<3) 
corrects the bugs that were found 
in the initial release of this optical 
character recognition software. A 
revised interface with a Work- 
bench 2.0 look and feel is a new 
enhancement. Users can also ha\'e 
the ASCII text file sent directlv to 
Ihc text editor of their choice. 
Ot her features include support for 
the Alfadata and Golden Image 
Hand Scanners, NTSC and PAL 
compatibility, and four linguistic 
databases — English, French, Ger- 
man.and Dutch. The softwarenow 
loads monochrome IFF and TIFF 
scan files, and is trainable for spe- 
cial characters and languages ac- 



cessible from the keyboard. Mi- 
graph tX-"K will run on any Amiga 
with 2.riMB of RAM and a hard 
disk drive. Systems with flatbed 
scanners require 4.5MB. Mignij'h, 
.327017 I'ncifk Highwny S„ Suilf 12. 
l-ednid Wm/, WA 93003, Inquiry 
it222 

Mini Office 

Mini Office consists of five mtxi- 
ules— a wordprocessor, spread- 
sheet, database, graphics, and disk 
utilities. All facilities in Mini Of- 
fice a re totally integrated with each 
other. A cle\'erly designed icon 
system offers a quick response to 
the user's commands. The 
\vordprocessor features a 50,000- 
word dictionary and spellchccker, 
a utility to load ASCII files, and a 
mailmergeoption. Incorporate the 
spreadsheet into a graph format 
for maximum flexibilty. Use the 3- 
D bar and pie charts in the spread- 
sheet, or manage your files with 
the disk utilities. Mini Office re- 
quires 1MB of RAM. Eiiroi're^s 
.Sii/'frrarc, Eiiropa Hpiisi; Adiiiiiitoii 
Park, Maeeiesfield, SK10 4NP. 01 1- 
44-625-S59-333, Inqiiiri/ #223 

Motion Man 

Motion Man (S149.95) is a fully 
articulated 3-D model of a human- 
like figure for use in LiglitWtive 
animation. It is derived from and 
remains identical in structure to 
Cyclenmii for tumgine, hut is fully 
optimized for LightWave users. 
The figure comes as a complete set 
of 60 individual body parts. These 
are automatically assembled into 
a logical hierarchy of movable 
limbs hy a LightWave scene file 
which is provided. All limbs arc 
jointed — right down to the fingers, 
mouth, and eyelids. Aitfi Gravity 
Prodiielti, 456 Lincoh! Bhd., Sanlii 
Moiiieil, CA 90402, (310) 393-6(v,0, 
Inquiry 11224 

Personal Finance Manager 
Plus 

Based on the highly successful 
Personal Finance Manager, TFM 
Plus (Oy.yS) is packed with im- 
provements designed to give you 
better control over your money. 
Features include increased bud- 
gel handling, full printer report 
formatting, desktop calculator, 
extensive user configurable op- 



lions, and handling of niulliph- 
accounts with auto transfer. 
PF.M Plus automatically balances 
against statements or bank ma- 
chines if possible. Four different 
charts or grapiis are available lo 
choose fronx. The program is easy 
to use and fully mouse-driven. 
MichTroit/Microdeal, PO Box 6S, St. 
Austell, Contwall, PL25 4YB, (Oil) 
44-726-6S02D, hiqidry 1t225 




Scola CDTV Home Video 
Tiiier 

Add a whole dimension lo your 
home videos with the Scala CDTV 
Home Video Titler (5149). Make 
them fun tov\'atch and fun lomake. 
Add text overlays and other ef- 
fects to your home videos. Create 
presentations that combine logos, 
pictures, text, and artwork. No 
other program combines ease-of- 
use with raw power. 
It also features 25 text/brush tran- 
sitions, 34 picture transitions, a 
smooth credit scroll, text with 
outline, shadow, bold, or under- 
line. IFF backgrounds can he 
loaded and text can be added to 
them, A genlockand keyboard are 
required. Scala Inc., 12110 Sunset 
Hills Dr., Suite 100, Rcstoit, VA 
22090. (703) 7S9-8045, Imiiiiry #226 

SIGH-low 

At last, an interface to your Heath 
lD-5001 and your Amiga. SIGH- 
low ($39.95) offers complete ARexx 
control over the Heath Advanced 
Weather Computer. Example 
ARexx code and manual arc in- 
cluded. The connecting cable is 
also available at an additional cost. 
1MB of R.-\M is required lo run 
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New Products 



8 Othei Neat Stuff 



SlGH-low. Software Imiuftry & 
Gciinal Hiiriiit'iire. 677 B Mniii SI., 
Rniiioihi, CA 92065, <bl9) 7S8-0447, 
iiu]uinj ^227 




SimEarth 

SimEarth {$69.95) chnllcnges 
players to manage a simulation of 
Earth riddled with pollution, glo- 
bal warming, .ind niieleor war. If 
this seems loo real, start ovur and 
create a fantasy world of intelli- 
gent dinosaurs and carnivorous 
plants instead. Another option is 
to nuke ail cities and breed robots. 
Explore the game with no set goal 
or develop a civilization of your 
own. Create your own planet from 
scratch, lay down forests, jungles, 
and swamps, introduce animal 
species, view the planet as a Hal 
map or revolving globe, and solve 
real-life problems such as pollu- 
tion,global warming, and nuclear 
war. Maxis, 2 Theatre Square, Ste. 
230. Orinda. CA 9456i-i34€. In- 
quiry it22S 

The Dark Queen of Krynn 

Strategic Simulations Inc. has re- 
leased the conclusion to its a ward- 
winning AD&D Dragonlance 
fantasy roie-piaying adventure. 
The Dark Queen of Krymi (S49.95) 
brings a close to the epic that be- 



Tlie MC Fof Tlie Anfi! 







ne BAS!C package has stood the test of time. 

Three major upgrades in three new releases since 1988... 
Compatibility with all Amiga hardware (500, 1000, 
2000, 2500 and 3000).. .Free technical supporl... 
Compiled object code with incredible execution 
times.. .Features from all modern languages 
and an AREXX port... This is the ^' 

FAST one you've read s^^^^^h ^h ^ 
much abouti ^^^M^^^r^^V i ^B 1 




F-BASIC 4.0^' System 

Includes Compiler, Linker, Integrated 



$99,95 




Editor Environment, User's Manual, & Sample Programs Disk. 

F-BASIC 4.0'' + SLDB System $159.95 

As above with Complete Source Level DeBugger 

Available Only From: DELPHI NOETIC SYSTEMS, INC, (605) 348-0791 

RO Box 7722 Rapid City, SD 57709-7722 

Send Check or Money Order or Write For Jnto Call Wiih Credil Card or C.O.D 
Fax (605) 342-2247 Overseas Dislribulor Inquiries Welcome 



gan with Champions of Kryun.ind 
was followed by Death Knights of 
Krj'nn. 

The people of Krvnn are threat- 
ened by the diabolic whims of the 
DarkQueen. Ansalon's mnstbrave 
and fierce warriors embark on a 
\'oy age to the shore of the mysteri- 
ous Taladas. The warriors en- 
counter danger from the top of the 
Tower of 1-Tanie to the depths of 
the sen. They are faced with un- 
earthly creatures never seen be- 
fore. They find that they must 
plunge to the \'er\' heart of the 
Abyss to save Krynn from cata- 
clysmic disaster. Characters can 
be transferred from the first two 
games. A rule book and an 
adventurer's journal are included. 
A clue book is .ivailable for SI 2.95. 
Strategic Siiiuilations, Inc., 673 
Aliiumor Ai'e..Sii!tcZOt .Sitniix/vale, 
CA 94086-2901, (40S) 737-6800, 
Imjuirii #229 




STKAnsK n^tniAiKrv.- r< 



The Spoils of War 
Throughout history, man has al- 
ivays felt the need to expand, 
colonize, and conquer. Tlie Spoils 
of War pits the player against up 
to three human or computer-con- 
trolled opponents in a desperate 
struggle to discover and colonize 
faraway lands. Of course, all the 
other players have the same de- 
signs on your territories and vou 
will have to fight long and hard to 
achieve \'ictory. 

Features include the option to in- 
clude natives, 10 difficulty levels, 
seasonal impact on movement, 
four types of explorers to choo.se 
from, command of various forces, 
and more. Battle on land or at sea 



in strategic or tactical mode. Re- 
search into ship building and 
weapon technology to improve 
your chances. RA W Entertainment, 
30Z7 Mnriua luni Drive, Suite 100-4, 
L«j,s;i/cC/lt/, TX 77573-2772, Inquiry 
#230 




Treasures of the Savage 

Frontier 

Following the success of Gateway 
to the Savage Frontier, SSI an- 
nounced the releaseof the sequel — 
Treasures of the Savage Frontier 
(S49.95). 

The Sa\'age Fonder is teetering on 
the verge of cataclysmic war and 
the future depends on the Heroes 
of AzLire. They must free Llhork 
from its e\'il captors and regain a 
powerful, magical item lost since 
ancient times. 

Choose to ba t tie cha racters of your 
own creation or transplant your 
own Gateway heroes to the fifth 
level with their money and items 
intact. Players even have the abil- 
ity to interact with non-player 
characters, and become romanti- 
cally involved. A clue book is 
available for S12.95. Sirtitegk 
Simulations, Inc., 675A!mmwrAve., 
Suite 201, Sunmjvale, CA 94086- 
2901, (408) 737-6800, hujiiiry #231 
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IF YOU COULD 
ONLY HAVE ONE 
PRESENTATION 
GRAPHICS 
PACKAGE. . . 

...wouldntyou 
still want it 
to do everything 
you need? 
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Presentation Master does it Afl! 

Are you tired of exporting your lile Irom one application 
to another rn Order to gel the job done? One program 
for ouIJines. another (or litimg, another tor charting, one 
more for animalion, yet another for object-based 
images, for importing clip art, for manipulating the clip 
art, for displaying your show. And wouldn t it be nice lo 
create a stand-alone slide show you could leave with a 
client or have played on a kiosk, have 24 -bit color, color 
PostScripts output and Illustrator'" EPS clip art? 

Now with one program, you can completely design, 
display and output hard copy, slide, and computer 
display presentations. On-screen "hot spots" let the 
user redirect the flow of a presentation with a click. 
Stand-alone shows can be created, allowing display on 
an Amiga without Presentation Master. 

Presentation Master provides: 

- Titling with loads o( screen transitions and special 
effects 

• Slide creation with bitmap or Color PostScript® output 

• Business Charting with abuitt-tn spreadsheet interface 

• Object-based Structured Drawing 

• Poster creation and Story-board output 

• A Clip art module that handles Illustrator" EPS files 



Object-Oriented Faint System 

Presentation Master can import any Illustrator'" EPS dip 
an image as an object-based paint file. Objects can be 
grouped, regrouped or broken into components for image 
manipulation and mofphing. even point-by-point editing 
of objects. Export files as IFF images, B&W or color 
PostScript tiles. Standard drawing tools, plus spline 
curve drawing, allow user-delinable line widths. Color 
and shape morphing helps you create outstanding 
images. 

24-Bit Color 

Presentation Master stores images Internally in 24-bil 
color for phenomenal PostScript output results. Quick' 
choice palette with over 200 colors includes transparent 
colors for overlays. 

Text and Titling 

Import ASCii outlines, or create them with Presentation 
Master, Word-processing capabilities include word wrap 
and indentation levels, as well as the ability to cut/paste 
UoTTi one slide to another. Presentation Master handles 
any Amiga Font as well as a host of commercially- 
available fonts sucfi as KaraS' and Zuma " fonts. Color 
fonts are handled easily, without conflict with background 
images. Rescalabie PclyFonts^*^ tn faces similar to 
Times, Helvetica, Zap! Chancery, Palatino, and 
Schoolbook are included with program , PolyFonls and 
Intellifonls'" can be rotated, resized, and modified in the 
same ways as Clip Art. 

Presentation Master is compatible with the 20 and 1.3 
operating systems and both NTSC and PAL displays. 

Requirements: 

Amiga computer vnth 2 MByte RAM and hard disk, . 




Oxxii, 



inc. 



Presentalion Master and PolyFonts ara (lademarte af Oxxi, Inc. >\miga is a Irademark o1 
CommDdora-Amiga tnc. AtJobs, Adobe III jslratar and Adobe PoslScfipl are Irademai+is of Adobe, 
Inc IntellilDnts is a trademark ol CompuGraphK Inc. 



PO BOX 90309. LONG BEACH. CA 90809 
(310) 427-1227. FAX (310) 427-0971 

OXXI UK LTD 

171 BATH ROAD. SLOUGH. BERKS. SL1 4AE UK 

(0) 753-551-777. FAX (0) 753-551-21 1 
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Vertex 1.62 

Thi.' Art .Machine lias released Ver- 
tex 1 .62 (S40), a 3-D abject editor/ 
converter. Vertex offers transpar- 
ent support for most 3-D tile for- 
mats, an intuitive 3-D interface 
which ailovvs you to vk'w and 
transform the objects with the 
mouse, unique distortion tools 
such as multiply, scale map, twist, 
randomize, and gravit\', fast solid 
mixfels and real-time rotating wire 
frames, a free-floatinj; hot spot for 
precise transforms, global tools, 
and more. Verte,\ can multitask 
and has a complete AKexx port. 
The All Mncliim; 41S9 Skkclns. 
S/fWiJix //rtx/i/.s Ml 4SMI1. (313) 
939-251Xliii}uiriftt232 

VIdia Image Library 

Tlic first tvvo packages in Vidia's 
digital stock photography library 
are titled Wialir tjf Smru< and Post- 
ami Sa-nki (549.9,=; M A M, S 1 69.95 
24-bil). Tlie first compilation in- 
cludes photos of glacier ice, snow- 
covered mountains and trees, riv- 
ers, icy ponds, and wilderness 
winter scenes. The other features 
an eclectic mix of striking photos, 
including green roiling hills, sun- 
sets, ships at dock, cities at night, 
and more. Each package contains 
24 photos, Vidin. P.O. Bm 1180, 
MaiilmlUm Beacli, CA 90266, (310) 
379-7139. Iiiquin/ #233 

Volume 8: VideoMaker 
v2.0 

Ce V Design has brand new screens 
withexcellentresolution for video 
or colordesktop publishing. Scenes 
of Bar Mitzvah, ceremonies at 
church, scenes of a wedding re- 
ception, a toasting glass at recep- 
tion, symbolic wedding graphics, 
and more are featured. The vol- 
ume (530) is available on four 
DCTV compressed 704 x 480 disks 
orsix JPEG compressed 24-bitcolor 
data. Animate the screens with 
DCTV or load them iii the Toaster 
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to perform video effects. €fV Di'- 
si^fii, (if Ckivkii Ril.. Mfitfiiril. MA 
02155,i6i7> 391-9224. hujU!iyU234 

Wedding Bits 24 

CeV Design hasreleased Wedding 
Bits 24 (S3,';)— a collection of DCTV 
animations targeted to wedding 
videographers using DCTV. The 
anims run from DeluxePaint 4 and 
portray millions of colors in real- 
time with real speed in .sending to 
tape. Many are 3-D renditions that 
have a 3-D look in full color reso- 
lution of video. Designed in hi-res 
overscan, users can add titles eas- 
ily to spruce up any wedding pro- 
duction. A spinning heart, toast- 
ing glass, flying Cupid, rotating 
cake,and dancingbrideand groom 
are just some of the anims. An 
acccleratorand 3-4MB of RAM are 
highlv recommended bv CeV De- 
sign when using Wedding Bits 24. 
Ci'VDi'iijfii. 61 C/fic/t'i/ Ril., Mcdfortt 
MA 02155, (617) 391-9224, Inquiry 
#23.i 



• Hardware • 

SCSI Tower for A2000 

The SCSI Tower is ,m\ attractive 
Tower casing for the Amiga 2000. 
it's available in cream or charcoal 
black. Features include an LED 
spcvd indicator, read light, power 
light, front power switch, securih' 
lock, and an optional reset button. 
A Turbo button is alst) included 
for rc expansion. Four 5.25" height 
bays are accessible from the front. 
One 2,.^" full-height internal, tivo 
3.5* half-height internal, and one 
5.25" half-height internal bays are 
stand ard . All parts to get the Am iga 
up and running are included. 
Spixifllized CompiiWr Sysfivfis liiter- 
mtiaiml, 2616 IV. Missouri Ave.. 
Phoenix, AZ 85017, (6()2) 265-1205, 
Irniiiiry #236 



• Books • 

Amiga ROM Kernel 
Reference Manual: 
Libraries, 3rd Edition 

In release 2 of the Amiga svstom 
software, the system libraries have 
doubled. They ha\'e been sepa- 
rated from the system devices and 



each will be covered in its own 
volume. This comprehensi\'e tu- 
torial (S38.95) provides detailed 
examples of how to use the Am iga 
svstem libraries, including hun- 
dreds of new function.s in the re- 
lease 2 of the svstem software. 
AJtiifoii-Wf-^lcy Publisliing, I Jacob 
Way, Reading, MA 01867, IStHDUJ- 
2226, /mjij/ry #237 




Corish s Computer Games 
Guide 3rd Edition 

This book (£14.93) helps on just 
abou t any game you care to name. 
It ccn'ers backdoor codes left by 
the programmers, cheats and tips 
to get past youropponents.how to 
skip levels, pokes for infinite lives, 
time, and other options. There are 
plenty of hints on adventure 
games — old and ncu — including 
full solutions for games from 
Infocom, Lucasfilm, Mindscape, 
Psygnosis, Sierra On-Line, US 
Gold, and others. Kunui Civufniterf 
Lid., 12 I hiifshv Purk, Pimgbaiirnc, 
Berks, RGS 7/lV. (Oil) 4473-4S4- 
4335, Inipiin/ #238 
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COMPUTER GAMES 
GUIDE 
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The Fast Guide to 
Workbench 

Vidia's latest book is aimed al the 
Amiga's graphical user interface, 
also known as Workbench. The 
1-ast Guide to Workbench ($8.95) 
covers Preferences, System pro- 
grams, utilities, tools, commodi- 
ties, hot key codes, fonts, gadgets, 
kevboard shortcuts, and other 
miscellaneous information. Also 
included is a 45-minute tutorial 
for users just starting out with 
computers, and blank function key 
and numeric kevpad overlays for 
making \'ourown quick reference 
templates. Vidici, P.O. Biix 1180, 
Miinlmthm Bench, CA 90266, (310) 
379-71.i9, Inquiry 1*239 
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How to get your 

products listed in 

New Products and 

Other Neat Stuff 



Sciul ii ih'ncripHvi' press release 
nihi /;('!> copies of the soflwiuv or 
hardioarc. Please include product 
name, price, compamj name, full 
adtircss, niui telephone number. 
Our mailing address is: PiM 
Pul'licnliivis, Attn: New Prod- 
ucts Editor, P.O. Bo.x 2140, Fait 
River. MA 02722-2140. For UPS 
and Federal Express, our address 
is: Pil^/l Publications, Attn: New 
Products Editor, 1 Currant Place, 
Currant Rd., Fall River Indus- 
trial Park, Fall Riz'cr, MA 02720- 
7160. 



Nexv Products and Other 

Neat Stujfis compiled by 

Timothif Duarte 
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MegageM's 
CellPro 

by Merrill Callawaif 

This nrticte was difficul! tci write, but 
not because CcllPro is nrduous to use; quite 
the contrary. The reason i lind such hard 
going was that whenever I started to write 
about CcllPro, I'd test out some feature, and 
I'd try just a few ideas, and look up at the 
clock, and it would be four in the morniiij;! 1 
continue to get lost in the fascinating 
features of this little program. You will too, if 
you ha\'e ever enjoN'ed the "Mathematical 
Games" column in Sciailific Aincrican, or if 
yoLi JList like interesting patterns. 

Real World Uses of CellPro 

Don't be fooled bv the simple interface 
or the inexpensive price. This is a sophisti- 
cated tool, capable of supplying endless 
hours of satisfying entertainment. E\'en 
though CellPro is fun, it can be used for 
serious mathematical research in the field of 
Cellular .Automata (CA) because it allows 
complete control for making custom CA 
rules. Results may be saved automatically as 
animations for further studv. CellPro will be 
\veleomed by anv teacher from kindergarten 
to university le\'el. CellPro has a imiversal 
visual appeal quite independent of anyone's 
"love of mathematics," In fact, it may help 
some people get over their "fear of math." 
Howe\'er, CellPro is not just educational. 

If \'ou cio presentations or video, why 
should you buy — for more money than 
CellPro costs — a disk of someone else's 
patterns and backgrounds when you can 
have so much fun generating your own 
endless supplv? CellPro features automatic, 
numbered file sa\ing and a Makc.Anim 
program to put together ANIM5 files 
playable in DeliixePaittI or with ShowAtum 
(included). You can make very unusual 
animated logos for video using this program. 
Fascinating transition slides for presenta- 



tions arc easy; Run a slow animation of 
several generations of a CA bet^veen vour 
other slides. 

1 find that "recreational mathematics" 
programs such as CellPro and FractiUPm 
(MegageM), and A'latliViiwti (Seven Seas 
Software) are workhorses for making 
interesting and unusual backgrounds and 
illustrations. 1 use my "math pix" alone as 
illustrations, add color text to them with 
DeluxePaint IV (Electi'onic Arts), and also 
use them as starting points for all sorts of 
computer paintings. For instance, 1 had fun 
making the illustration for my June ARexx 
column in IvlathVision, and I'm trying 
patterns generated in CellPro for custom 
silk-screened "designer cloth." 



Knowledge of Mathematics: Not a 
Necessity, But Helpful 

Just what kind of program is CellPro, 
anyway? The program is so simple to use 
that you need not know any mathematics to 
enjoy the patterns and animations it can 
generate. If you know something of the 
mathematical "Game of Life" or have 
studied "Cellular Automata," you can go 
deeply into designing your own custom CA 
rules. Lei's look at "Life." "Life" is only one 
of CellPro's featured CA, but "Life" 
illustrates the general principles of Cellular 
Automata. 




Generate your own patterns and 
backgrounds or use tti© supplied 
screens in your creations. 
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Pssst... 



Guess what's coming to 

your local newsstands: 

AC'S GUIDE for the 

Commodore Amiga 

■^ The most Amiga 

products ever assembled in 
one catalogue. 

^^ The most comprehensive 
listing of Amiga dealers, 
developers, products, and 
services. 

^ Take note: 

AC'S GUIDE 

will be here soon! 



"Life": Simple Rules, Unpredictable 
Results 

Cellular AuloniiilLi atrixcd in ninlli- 
ematlcs fairlv reconliv. John Horton 
Conwav, a legendan' British mathemalician 
from Cambridge, now at Princeton, in\enled 
the so-called "Game of Life" in 1970, the first 
cellular automaton. This computer game was 



introduced to the public in 1471 bv Martin 
Gardner in Sck'iiHric Aiiifriaiii. "LifL>"'s rules 
are decepti\elv simple; in fact, Conway 
souj^ht the simplest rules that would make 
the resulting events rich with 
unpredici.vbilitv. Conway and his students 
did thousands of calculation.^, and filled 
acres of triangular, square, and hexagonal 
lattices with poker chips, before finding a 
viable balance betiveen "life" and "death." 
They came up with the "Came of Life." 

Life and Deatti of the Cells 

The game is based upon "cells" in a 
square grid. Think of a very large piece of 
graph paper. Piit a dot in one of the squares. 
Th.it dot occupies one "ali\X'" ceil. If the cell 
is "dead," then it is empty of a dot. Each cell 
is surrounded bv eight neighbors, .North, 
East, South, and West of the dot, as well as 
NE, NVV, SE, and SVV of it. Initially, each cell 
in an infinite grid of cells can be alive or 
dead. The rules tell us whether any 
particular cell is alive or dead based upon 
the state of life or death in its eight neigh- 
bors. All changes to ever)' cell in the grid 
occur simultaneously in each "generation." 
In Celll'ro jargon a "Designers" type CA 
means all eight neighbors bear upon the 
"result": whether that cell is "alive" or 
"dead" after each generation. When only N, 
E, S, and W neighbors affect the center cell, 
these are "Designer4" CA. You may u.ie the 
"Designer4" and "Designers" menus to try 
your own custom CA rules. This makes 
CeliPro a useful tool for genuine mathemati- 
cal research in cellular automata. Conwav 
would love it! 
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Easily create colorful graphics such as this sample screen. 
IS Amazi.\g CoMPari.xG 



The Amiga Screen Represents the 
Grid 

Birth and death happen during one 
"screen refresh," which stands for a 
"generation" in the "Life" game. We just 
made the logical leap to the computer screen 
approximating the grid, and the state of its 
pixels as black (dead) or white (ali\'e) 
standing for the cell states. If we start with 
some kind of pattern of live (white) cells 
(pixels) on .1 dead (black) grid (screen), and 
apply the rules through a program, then we 
should see a pattern evolving ox'er time. 
What are "Life"'s rules? If a cell has exactly 
two alive neighbors, then nothing happens 
to it: if it's niivo, it stays alive, and if it's 
dead, it stays dead. Three living neighbors 
make the cell stay alive if already alive or 
come alive if dead, sort of like having three 
parents. All other "neighborhoods," with 0, 
1,4, or more living neighbors produce death 
in the center cell. It dies either of "loneliness" 
or "overcrowding" — appallingly realistic, 
don't you think? 

You have to witness CellPro in action to 
realize how fascinating this game can be. The 
original uses only two states: white or black. 
CellPro has a refinement, called "Shadow" in 
the "Math" Menu. Shadmv causes the 
program to "push" (save) previous genera- 
tions on to the bit plane(s) below the top 
bitplane. Tliis effectively transforms the Life 
output into as many coloi-s as voli want: 2, 4, 
8, or 16, the maximum number of colors 
CellPro supports. Shadow adds to an 
already organically squirming display, color 
shadows of the pre\'ious generations, also 
squirming. Other games in CellPro always 
use 16 colors. 

The Interface and Manual 

The menu-driven interface is ser\ice- 
able but spartan, with no attempt at the "2.0 
look." Most commands ha\'e keylxiard 
shortcuts. Once the program is started from 
the CLl or the Workbench, it starts drawing 
in the "Modular" CA. CellPro has two 
programs on disk: "CellPro-OS" for o\'erscan 
(.1.S2X240) and "Celll'ro" for regular 
(320x200) k>res lA-color screens, CellPro has 
two modes: "Draw" and "Pause." While in 
"Draw" mode, nothing in the menLi works 
except "Pause." There are several ways to 
toggle between the two, tny favorite being 
simply clicking the left mouse button. The 
lieauty of this is that you can start drawing 
in one CA and pause, reset some parameters 
in the menu, or even switch to a new CA, 
and continue drawing on the original image 

(coiiliiniL'd oil pnf^e 24) 



Origins — genealogy database 
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Origins is a dedicated data base for keeping track of genealogical information. It will support databases of over 6 million 

individuals. The user interface is designed to be botli easy to use and very powerful. Origins will correctly fiandle multiple 

marriages, step-ctiildren, unmarried parents, and ottier difficult situations tfiat some programs refuse to allow. Lists Persons, I\j1arriages. Parent/Chiild 

Index, and Soundex. Generates reports on Person, Family Group sfieets. Pedigree Chart, Descendants Charts, and Tiny-Tatel. Features include; 



Automatically call your ARexx compatible editor to create Source and Note 
files. These files may also be written and displayed in hypertext format. 
Support for IFF files. Pictures of individuals, marriages, baptisms, 
and family groups may be displayed instantly. 
Generate Tiny-Tafel listings for use on the National Genealogy Conference. 



Search on any combination of fields or by Soundex codes. 
l\/lany useful ARexx functions are included. 
Import and export data between Origins and other genealogical 
programs using the GEDCOfifl file format, 
■ Context-sensitive hypertext help is built in. 



Origins requires VI, 3 or later of the Amiga OS, at least 1 megabyte of ram and 1 floppy drive minimum configuration. A single floppy data disk 
will hold approximately 2000 person and 500 marriage records. Suggested retail price: USS85 



Resource — V5 macro disassembler 

Resource is an intelligent interactive disassembler for the Amiga 
programmer, ReSource is blindingly fast, disassembling literally 
hundreds of thousands of lines per minute from executable fifes, 
binary files, disk tracks, or directly from memory. Full use is made 
of the Amiga windowing environment, and there are over 900 
functions to make disassembling code easier and more 
thorough than its ever been. 



l\/lacro68 — V3 macro assembler 

MacroSS is the mosf powerful assembler for the entire line of 
Amiga persona! computers. It supports the entire fVlotoroIa 
M68000 Family including the 1^1068030/40 CPUs, fv1C6S881/82 
FPUs and IV1C68851 MMU. The Amiga Copper is also supported, 
eliminating the need for tedious hand coding of 'Copper Lists'. 



Virtually all V2.0 Amiga symbol bases are available at the 
touch of a key. In addition, you may create your 
own symbol bases. Base-relative addressing, using 
any address register, is supported for disassembling 
compiled programs. All Amiga hunk types are supported 
for code scan. 



Resource runs on any 680x0 CPU, but automatically detects the 
presence of an 020/030 CPU and runs faster routines if possible. 
Resource understands 68030 instructions and supports the new 
fuieSOOO Family assembly language syntax as specified by Motorola 
for the new addressing modes used on the 020/030 processors. 
Resource and A/lacroGB are among the few Amiga programs now 
available that provide this support. Old syntax is also supported as a 
user option. 

An all new online help facility featuring hypertext word indexing is 
included. This enables you to get in-depth help about any 
function at the touch of a key! ReSource includes a new, 
completely rewritten manual featuring two tutorials on 
disasssembly. and comprehensive instructions for utilizing the 
power in ReSource. 

Resource V5 will enable you to explore the Amiga. Find out how 
your favorite program works. Fix bugs in executables. Examine 
your own compiled code. 

"If you're serious about disassembling code, look no further!" 

ReSource requires VI.S or later of the Amiga OS, and at least 
1 megabyte of ram. ReSource V5 supercedes all previous versions. 



Buy Macro68 

and ReSource 

together and get 

$30 off! 



Suggested retail price: USS150 
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This fast, multi-pass assembler supports the new 
r\/168000 Family assembly language syntax, and 
comes with a utility to convert old-style syntax source 
code painlessly. Old-style syntax is also supported, at 
slightly reduced assembly speeds. Macro68 is fully 
re-entrant, and may be made resident. An AREXX 
interface provides "real-time" communication 
with your editor. A shared-library allows resident 
preassembled include files for incredibly fast assemblies. 

Most features of Macro68 are limited only by memory. It boasts 
unparalleled macro power. There are many new and innovative 
directives. A special stmcture offset directive assures compatibility 
with the Amiga's interface conventions. A frame offset directive makes 
stack storage easy. Forward and backward branches, as well as 
many other instructions, may benefit from a sophisticated N-pass 
optimizer. Full listing control is standard, A user-accessible file 
provides the ability to customize directives and run-time messages, 

Macro68 is compatible with directives used by most popular 
assemblers. Output file formats include executable object, linkable 
object, binary image, and Motorola S records. Macro68 requires at 
least 1 meg of memory. Suggested retail price: USS150 
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I I flngerTalk — fingerspelling tutor 



flngerlalk will help you communicate with hearing 
impaired persons, and is useful anytime silent 
communication is needed. This interactive program will 
teach fingerspelling (hand-signs for letters and numbers) to 
both adults and children. There are 5 different modes to 
help you to learn quickly. Suggested retail price; USS35 




The Puzzle Factory, Inc. 

P.O. Box 986. Veneta, OR 97487 

"Quality software tools for the Amiga" 

For more ifnformation, call today! Dealer inquires invited. 

Orders: (800) 828-9952 

Customer Service: (503)935-3709 

Circle 177 on Reader Service card 



VISA / MasterCard 



Check or money order accepted 
no CODs. 



Amiga and AmIgaDOS are trademarks 
of Commodore-Amfga. Inc. 



Prolific Inc.'s 
Pro-Net 2.0/Pro-Board 2,0 

b]/ John lovinc 

Prolific Inc. offers a line of schematic 
capture and Printed Circuit Board (PCB) 
software. Originally Pro-Net 2.0 and Pro- 
Board 2.0 packages were sold separately for 
$475 each. Currently these programs can be 
purchased in a package bundle for $299 
complete. 

The two programs can work indepen- 
dently or together to help you create 
electronic printed circuit boards. 

Overview 

A schematic capture program, such as 
Pro-Net 2.0, allows you to draw schematic 
diagrams of electronic circuits. The drawings 
created with this package look great and are 
on a professional level. When you have 
completed a schematic, you can then create a 
Net list for the schematic in the post- 



one hard disk. It comes on four unprotected 
floppy disks, with a spiral-bound manual. 

The program starts up with a 640 x 400 
screen. At the bottom of the screen is a row 
of 10 keys, These keys correspond to the 
function keys on the Amiga keyboard. 
Prolific has named them IFKs for Intelligent 
Function Keys. The functions can be initiated 
by either pressing the key on the keyboard 
or clicking the key with the mouse pointer. 

Selecting a function key usually brings 
you down a level in the program, at which 
point the function keys are redefined to 
display a new set of options. Pressing the 
ESC key brings you back up a level. 

Drawing on the screen is pretty easy. In 
the drawing mode, the mouse pointer is 
replaced with crosshairs. It's a good idea to 
keep the grid display and snap on when in 
the drawing mode. Doing so forces you to 
place components and lines on the grid 
points. Having the components aligned on 
the grid makes it easier to draw connecting 
lines between component pins. 

By selecting the IFK "Device" key, you 
may access Pro-Net's libraries of electronic 
components. At this level you may call up 



sets the componeni in place. The right mouse 
button is used to delete a component. Other 
options are available such as Move, Copy, 
and Rubberband. When placing a compo- 
nent on the screen, Pro-Net automatically 
generates a device number for each 
component, such as Ul, U2, etc. You also 
have the ability to add text, label lines, and 
pins with signal names. 

When you arc finished, save the 
schematic. Then return to the top system 
level and enter the "Post" processing 
subprogram in Pro-Net. Here is where you 
generate the Net list. You can also generate a 
Bill Of Materials (BOM) and a Signal and 
Component cross-reference, as ^vell as 
perform error checking. It is always a good 
idea to generate a BOM with the Net list. The 
BOM lists each component used in the 
schematic, and this becomes valuable 
when using the Net list in Pro-Board. 

When the BOM file is printed, you get a 
list of all the components used in the 
schematic. You use this component hst to 
place Solder Pads, Dips, and Sips on the 
screen in Pro-Board. If you do not have the 



The two programs con work independently or together to 
help you create eiectronic printed circuit boards, 



processing section of the Pro-Net program. 
A Net list is a special ASCII file that lists all 
the connections between the components 
and devices used in the schematic diagram. 
The Net list generation is the main reason 
that you use a schematic capture program. 
Most drawing and general CAD programs 
can create reasonable schematic diagrams, 
but they cannot generate a Net list. The Net 
list is used later in a PCB program (in our 
case Pro-Board 2.0) to help generate the 
copper traces behveen components on the 
printed circuit board. This method is much 
faster and less prone to error than doing the 
copper traces by hand. 

Pro-Net 2.0 

The Pro-Net program is an Amiga- 
specific schematic capture program. The 
name Pro-Net stands for "PROfessional NET 
list generator." Pro-Net 2.0 requires about 
1MB of memory, and two floppy drives or 



any device into the schematic diagram you 
are working on. "Devices" is a generic name 
used for electronic components such as 
transistors, integrated circuits, resistors, 
capacitors, etc. The components are divided 
into separate libraries named TTL, MTTI-, 
MOS, VLSI, Discrete Components, and User. 
If the device, or component, you need does 
not exist in any of these libraries, you can 
create the component using existing graphic 
symbols and /or a simple CAD subprogram. 

The CAD subprogram allows you to 
enter the electrical characteristics of each pin 
when creating a new component. If you 
decide to do so, the program can calculate a 
few electrical parameters for you, such as the 
power requirement of the circuit. 

In Pro-Net you can use the mouse to 
place a component any^vhere within the 
drawing. You may rotate the component by 
90-degree increments using one of four IFKs 
on the bottom line. The left mouse button 



proper number of pads on the screen, the 
Net list will not load and you'll get an error 
message. 

Pro- Board 2.0 

Pro-Board is an Amiga-specific PCB 
layout program. The name Pro-Board stands 
for "PROfessional pcBOARD generator." it 
can be used independently to generate PCBs, 
or in conjunction with Pro-Net's Net list. The 
Net list helps guide you in making the 
copper traces between components, and also 
verifies that the board design matches the 
schematic diagram. 

Pro-Board comes on a single 3.5-inch 
disk with a spiral-bound manual. Pro-Board 
is similar to and works in the same way as 
Pro-Net. It uses IFKs at the bottom of the 
screen. The libraries in Pro-Board contain 
solder pad patterns for various devices 
(components). As in Pro-Net, if the pattern 
you require is not in the library, you can 



20 



Amazing Computing 



REVIEWS 



create or modify .in existing pattern. Pro- 
Bonrd can create a one- to four-lnyer PCB. 
However, the four-layer constrLiction does 
not allow traces on (he inner Inyors. Tliese 
two taycrs are used exclusively for the 
ground and power supply. 

When startinj; Pro-Board vou will be 
prompted for tlie n<ime of the design, 
number of layers, size of the hoard, and a 
few other variables. 

You begin bv entering the Place mode, 
where you place solder pad patterns on the 
screen. If you are using a Net list, each pad 
pattern should represent a component in the 
Net list. This is where the BOM is useful. The 
program checks the pad patterns against the 
Net list and informs you of any errors. 

If vou are successful and there are no 
errors, you have the option of a "rat's nest" 
view of the \viring. The rat's nest \'iew 
shows all the connecting lines IxHueen 
components. By using this option, you mav 
see a better way to rearrange the pad 
patterns to minimize the length and crossing 
of the copper traces between components. If 
you decide to rearrange, you can back out 
and move up a level using the ESC key, re- 
enter the Edit mode, and move the pad 
patterns. 

When you are ready to route the board, 
you select guide. The program draws 
unrouted lines between the component 
solder pads, where copper traces arc needed. 
To set a trace you click on one end of the line 
at the solder pad using the mouse, then the 
opposite end. The program then routes a 
copper trace between those two points. 
Unfortunately, the unrouted line remains on 
the screen after the routed trace is com- 



pleted. If the trace connects to more than Uvo 
component pins, keep repeating the 
procedure until all the routinj; is finished. It 
would have been a good idea to have the 
unrouted lines disappear once thai portion 
of the trace is routed, because it can become 
difficult to see if vou have finished a 
particular section of a trace on complex 
rcHites. Once you have finished one trace you 
m(i\'e on (o the next one, until the board has 
been completely routed. 

You can set the program to route on the 
top (component side) or bottom (solder side) 
layer. Pro-Board also has an auto-layer 
option where the program automatically 
chooses the laj'er on which the trace is 
routed. 

Pro-Board has a plotting and printer 
output to get a hardcopy of the !'CI3. Tlie 
printing functions are in a separate program 
on the disk called Plot-Board. The dot matrix 
printer function isn't as good as 1 would 
have liked; it appears that I can get it to print 
only at 2x scale. While this is OK in a general 
sense, e.g., to check wiring, it doesn't help in 
checking ne%v pad patterns. In order to check 
pad patterns you must reduce the drawing 
output by 50 percent. I suppose that if vou 
ha\-e a plotter this would not be a problem. 

The most important aspect of this 
program is the Gcrber files. Gerber files are 
standard in the PCB industry-. These files can 
be uploaded or sent on disks to PCU 
companies for quotations and manufactur- 
ing of the PCBs. The one hang-up with the 
Gerber files is that they are saved on Amiga- 
formatted disks, while the PCB industry uses 
these files only on IBM-compatible disks. 
You have two options to make the files 



useful. One is that you upload the file by 
modem to the PCB hou.se. The second is that 
you purchase a Cro.ss-Dos utility program 
that allows you to create and save the file on 
an IBVl-compatibie DOS disk. 

.Mthough Cross-Dos packages are 
selling for S25 in software houses, it still 
adds a nuisance factor. It would have been 
belter if the Prolific package had a utility 
subprogram or saved its files to [BM- 
rcadahle disks. 

Conclusions 

0\'crall, these programs arc well worth 
the money. My biggest complaint with them 
is the manuals. The manuals do not clearly 
show you how to operate the programs 
successfully. Thev desperately need a few 
simple tutorials thai show the main features 
of the programs as well as how to use and 
access them. 

I spoke to a Prolific representative who 
assured me that they are well aware of this 
problem and plan to include a small tutorial 
manual in the near future. 

In lieu of the improved manual 
documentation, you will need 
to rely on technical support from Prolific. 
The customer service response is pretty 
good. If you get stuck with the program, 
they will call you back and help you through 
whatever problem you have. 

Pro-Net/Pro-Board 

Prolific, Inc. 

6905 Oslo Circle, Suite 3 

Buena Park, CA 90621 

(714)447-8792 

Inquiry #202 
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IVext Month: 

Super Harvest of Hardivare! Also^ 



— Progressive Peripherals 040 
— AMAX II Emulator 
— The Blissard Board 
— Putting it all together 

Plus: 

Handy reference charts with all the popular hoard's 
stats! 
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Watch for reviews of the 
best neiv products 
available for the Antiga. 
Residts from the Vote 
Amiga 92 reader's choice 
awards are in — see what 
Anutzing Readers think is 
hot and what's not! 
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Migraph's 

Optical Character 

Recognition 

by Ridi Malnka 

OCR Theory 

Optical Character Recognition is the 
process wliercby printed text is electronicall\' 
converted into compuler-rcndnblo files. 
Instead of typing files by hand, a scanner is 
used to input tlie text. The scanner's function 
is to convert the object into a bitmap of blacl< 
and white dots. 



VVlicn the text you have scanned 
appears on the screen, i1 is an exact diiphcate 
of the original. However, to the computer, 
the letters are black pixels that are grouped 
together. The computer does not have the 
ability by itself to distinguish one character 
from another when images are first scanned. 

OCR software allows these groups of 
pixels to be distinguished as letters. The 
Migrapb OCR is based on the Omnifont 
technology which uses a mathematical 
definition to identify Ihe character that has 
been scanned. This process identifies letters 
more quicklv and accurately than any other 
process. 
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Figure 1, OCR Control Panel, and Figure 2, Defining a text region 



Migraph has included 20 pretrained 
typefaces with the OCR softwari'. Thereafter, 
the user creates his own dictionaries (i.e., 
libraries) of trained characters. It is better to 
train the OCK software for a particular 
document rather than a specific typeface. By 
training the OCR software to read the 
documents that vou are interested in 
scanning, there will be a higher rate of 
succe.ss of character recognition. 

Software InstaHation 

Installing the OCR software is easy. 
Migraph has included an excellent installa- 
tion program which guides you stcp-by-step 
through the process. All you realh' need to 
do is decide on which hard drive vou \vish 
to place the software. The installation 
program does the rest. The Migraph OCR 
can be used \vith a number of different 
scanners- You can check with Migraph to sec 
if vour Amiga scanner is one of those that 
con be used with this package. Or, you can 
use an IFl- or TIFF files from the scanner. 

Usage 

Once you grasp the theory behind OCR, 
using it is a breeze. The first step is to obtain 
an IFF image in memory. To scan this IFF 
image you can use the OCR softivare 
scanning function or one of the other 
products from Migraph, such as Scnn nnd 
SiiEJf or Ttnich-Ui'. You can select the length 
and orientation of the image to be scanned 
right from within the OCR software. 
Following the scanning process, it is a good 
rule to set or check the program options. 
This is done through the use of the OCR 
Control I'anel (Figure 1). From this panel 
you set all of the program options and the 
way in v\'hich the software uil! iriteract uith 
the image that is on the screen. You can also 
select the name of the text file that will be 
output, once the OCR software has finished 
interpreting the image. The Scanning dialog 
box and the Control Panel are two of the 
major panels you will work with in the OCR 
program. 

After you have set up the program 
defaults and scanned an image or loaded a 
file, it is time to define a te.^t region to be 
interpreted. Defining a text region is done by 
either using a Rectangular Clip Box or by 
selecting the Polyline icon (Figure 2). The 
Rectangular Clip Box is self-explanatory. The 
Polyline allows you to draw selectively 
around text. Aciditionally, you can have 
more than one text box defined on a screen 
at a time (similar to columns). The OCR 
program v\'ill follow the columns, recogniz- 
ing characters as it finds them. Also, there is 
an option within this program to combine a 
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number of irregular boxes into a single large 
box. This process of "Combining Clip Boxes" 
is n useful fciiture of the Migraph OCR 
software. 

OCR Processing 

Two typos of OCR processing can be 
performed with the Migraph OCR soft- 
ware — Automatic OCR and Interactive 
Learning. The differences in speed between 
the processing types is highly noticeable. 
When you have chosen the AiLtomatic mode, 
there is no interaction with the user. In 
Automatic mode, the OCR uses its best guess 
for a questionable character. When it has no 
guess for a character, such as when two 
characters touch, the program replaces the 
unknown character with a @ symbol. Any 
corrections to the file would have to be done 
in the user's v\'ord processing software or 
with a text editor. 

The Interactive Learning process option 
may take longer, hut it is more accurate. This 
process pro\'ides the user with the opportu- 
nity to identify unrecognized characters, 
correct mistakes, and train the program to 
recognize the new characters. As vou train 
the OCR software, the recognition rate 
increases and the software's interacti\'e 
questioning decreases. 1 suspect that 
normally a user ivould select the interactive 
learning process unless he has a ciictionary 
that has been thoroughlv defined and the 
user always translates the same style of text 
using that dictionarv. The Interactive 
method will take longer, but it alloivs you to 
correct mistakes as the;' are encountered 
with the OCR software. 

Summary 

Once again, Migraph has met and 
conquered user expectations. To use the 
OCR software you will need at least 2MB of 
memory and a hard drive. Migraph's 
iVierge-It soft^vare makes it possible to scan 
S 1/2" X 11" pages and have the OCR 
software translate the data from imago to 
text. These inno^'ativc products make the 
Amiga a legitimate contender in the DTI"' 
industry. Migraph has proven that complex 
software does not ha\'e to be complex to use. 



Migraph OCR 

Migraph, Inc. 

32700 Pacific Highway South 

Suite 12 

Federal Way, WA 98003 

(206) 838-4677 
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MicroBotics' 
VXL 30 Accelerator 

In/ jimnni Rose 



Processor accelerators are one of the 
most desirable additions ytju can niake to 
your .Amiga, allowing much faster execution 
of programs such as word processors, 
databases, utilities, and even some games. 
They are almost a necessity for graphics 
applications like 3-D modeling, ray tracing, 
and video u'ork. 

Amiga 2000 owners have a wide variety 
of products from which to choose. The 
choice for A500 owners, howe\'er, is much 
more limited. This is especially true if vou 
want to add a 68030. Until recently, the only 
68030 accelerator available for the 500 was 
CSA's .Mega Midget Racer. i\'o\v MicroBotics 
has introduced the VXL 68030. 

The VXL accelerator is available in 
several configurations: a 25MHz 6H030, a 
40MHz 68030, and a 50MHz 68030. Each 
board can also have an optional 68881 or 
68882 math chip. Note that while there is a 
big difference in the price between the 68881 
and 68882, there is only about a 10-pereent 
performance difference in the two chips. You 
may also choose between a standard 680.30 
or the economy model bSOECjO. The only 
difference between the two is the lack of a 
memory management unit in the 680EC30. 
Unless vou plan on running UNIX applica- 
tions on your Amiga, you should go with the 
economy model, as there is no difference in 
performance. Commodore does not support 
the MMU, thus it will make no difference in 
any Amiga software. Accompanying the 
package are a floppy disk containing various 
utilities and three letter-sized pages. The first 
page is the installation instructions, the 
second page contains configuration and chip 
installation notes, and the third outlines 
general operation and contains instructions 
for the included software utilities. 

The VXL 30 comes with a bootable 
floppy disk that contains two useful utilities 
and an update file. Be sure to read the 
update file as it contains information not 
included on the instruction sheets. 

The utilitv programs Setcpu and Setvxl 
are almost identical in function. They allow 
you to examiiie the current configuration 
and make changes such as turning the data 
and instruction caches on and off or enabling 
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burst mode on the 32-bit Ry\M board (if 
installed). 



Compatibility 

Setvxl also allows you to switch from 
68030 mode to 68000 mode or vice versa. 
Whate\'er mode you're in, doing a ivarm 
reboot will reset the machine in that mode. 
For example, if you have the board config- 
ured to come in 68030 tnode from a cold boot 
and you switch to 68000 mode, doing a 
warm re-boot from the keyboard will reset 
the machine in 68000 mode. If vou want to 
return to 68030 mode you can double click 
on "goto 68030" or turn off the machine for a 
few seconds and turn it back on. 

The 68(100 mode is 100-percent 
compatible with the configuration you had 
before the VXL was installed, so you don't 
have to worry about any of your software 
not working after the installation. If it 
worked before, it will work with the VXL 
board in 68000 mode. 

However, the 68030 mode is another 
story. The first major problem I encountered 
when 1 attempted to boot in 68030 mode was 
a red screen telling me I had a bad board 
installed in my system. The manufacturer 
number indicated it was the Supra memory 
board located in my Supra 500XP hard drive, 
I was still able to boot up in 6S030 mode, but 
the system refused to recognize the 512K 
inside the drive. 

Tliere \vas no compatibility problem 
with the hard drive itself, just the memory. I 
found this rather strange since the 512K 
memory module I have on the inside of the 
computer is also a Supra board, and there 
was no problem between the VXL and this 
board. 

1 teleplwned MicroBotics and they were 
already aware of the problem. Tlieir 
customer service assured me that both they 
and Supra were working on the problem, I 
inquired if there were any problems with 
other hard dri\es and was informed that the 
only other incompatibility problem was a 
similar situation with Interactive Video 
System's Grand Slam board. However, IVS 
already has a fix in the form of a new ROM 
chip for their card. Thev will make the 
update free of charge, but you must ship 
them your hard drive. If you purchased your 
Grand Slam in the last three or four months, 
it is likely that you already have the newer 
version. Open up the case and look at the 
right side of the board. You will see a ROM 
chip labeled u'ith (he numbers 74F86 or 
74AS86. If yours has 74AS86, then you have 
the latest version, I did test the VXL with the 
Grand Slam 500 and 2MB of memory 
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installed. The svsleni performed fkiwlewly. 

I xvAnt to make it cle.ir thdt the 
pmbiems with the Supra htird drive exist 
only in 68030 mode and tha t everything 
functions normally in 68000 mode. In all 
fairness, I should point out that the Supra 
500XP has the same incompatibility problem 
with the N'lega Midget Racer. 

Performance 

How much difference will the 68030 
make? It depends on your exact svsteni 
configuration and on the programs yt)u will 
be running. The 32-bit expansion RAM 
board was not vet available at the comple- 
tion of this article, but should be shipping by 
the time vou read this. Speed increase listed 
here is solely dependent on the Cl'U. 
Adding the 32-bit RAM board should 
increase the performance of the VXL 
accelerator considerably. 

The unit tested was a 25MIlz 680EC30, 
and it certainly made a difference in 
program execudon for most appplications. 
Screens snap open and update much faster. 
Professioimt Page and SupL'rba^c4 zip right 



akmg with almost instantaneous screen 

updates, DchixePnint IV performs functions 
like fill and rotate three to four times faster 
and power-packed files decompress 
instantly. 

Unlike the Mega Midget Racer, the VXL 
doesn't include any utilities to measure 
performance. 1 used the public domain 
program A/fj'/w to measure millions of 
instructions per second. In 68000 mode the 
Amiga showed 0.7 mips. In 68030 mode it 
clocked in at an impressive 6.3 mips. I then 
timed how long it took to compress a full 
3.5-inch floppy using another public domain 
utility, The Dhk MnsSier (DMS). In 68000 
mode it took 13 minutes and 41 .seconds to 
read the disk and write the output file to 
flopp\'. In 68030 mode the same task was 
performed in 8 minutes and 14 seconds, an 
increase of nearly 50 percent. 

.\aturall\', some games will not work 
v%-ith the 68030. Howe\ cr, I was amazed at 
the number of games that did work. Flight 
simulators, like Batik of Britain, and racing 
games, like Imiif 500 and Sascar C'lrti/t'ir^c, 
offer much improved performance in the 



form of noticeably faster screen updates, 
approximately 30-percent faster in most 
cases. 

Conclusion 

If all you do with your Amiga is play 
games, then an accelerator seems a bit 
extra\'agant, unless vou feel it is wortli S400 
to see a 30-pcrcent speed increase in your 
favorite flight simulator. However, if you do 
almost anything else with your computer, 
you'll certainly benefit from the increase in 
productivity. The VXI. accelerator definitely 
makes life much easier. 
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\\ ith the new settings. One of my favorite 
discoveries is to start in "Modular" CA, 
draw only two generations and pause — vou 
have to be quick to click — then switch to CA 
"Replicate," and draw. If "Shadow" is set to 
"1" (4 colors), the resulting patterns 
transform through intricate oriental rugs, 
Indian designs, Greek mazes, berserk 
checkerboards, and all sorts of fanciful, but 
highly geometric patterns. There arc infinite 
possibilities for making patterns. Most of mv 
fun comes from discovering new ones. The 
hardest thing is deciding which ones to .save; 
I found them all interesting! 

The 28-page manual is well written, but 
contains no index, Most of the operations are 
easy to master, and there are tutorials. 1 
would ha\'e liked more information and 
theory on the design of a CA. While the 
formulas are included, it would be edifying 
to have a little more general information as 
to zi'lnj and lum' rather than just Tvhnl. There 
arc plenty of examples of CA designs to 
experiment with, however, and there is a 
reference bibliographv. 

Designing Games 

Choose "Design" instead of "Shadoiv" 
in the "Math" menu, along with "Designers" 
or "Dcsignor4" in the "Project" menu. A 
^vindow then opens that allows custom 
designing of the rules for your own game. 



A 3 X 3 cell grid and a slider which chooses 
all possibilities for neighboring cells 
automatically enable you to choose CA 
results by simply clicking on the "result" 
and/or "center" square for each combination 
of neighbors. There are also numeric controls 
that affect tivo of the Project .Menu's C^s: 
"Modular" and "Cyclic." Using them is easy, 
but understanding them is not. 

Conclusions 

Despite the "1.3 look" interface and the 
lo-res screen, this program is one of my 
favorites. 1 can't remember the last time a 
program kept me up all night. CellPro is 
excellent entertainment. CellPro provides an 
inexhaustible source of interesting abstract 
or geometric designs for art, animations, 
presentations, or backgrounds. 

CellPro 
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bi/ George Haasjes 

There are two ways to create multi-colored text in DeliixePaint III not in- 
cluding ranging and manually filling letters — and I will start with the simplest 
method first. It offers limited options because of the way the brushes are copied 
and the way text is displayed. Nowhere in the manual is this teclinique explained. 
I am not referring to the ranging option to accomplish this, nor to the method of 
using the polygon tool and laboriously filling in each letter. This method assumes 
some familiarity with Digi-Paint, but even if you're a new user, following these 
steps should provide you with some creative ideas. 



A Starting Point 

After loading the program, leave the 
setting on normal, and the screen at 320x200, 
and select any color for the screen. Here I ha ve 
sel ected the light gray, and cleared the screen . 
Press and hold the right mouse button, then 
pick, picture, clear. Second, select the small 
brush shape with the small brush size; it is 
easier to work with for now. Third, dick on 
text and then click on smoothing. For our 
example, click on the fonts icon, and from the 
PaintBench disk select cinnamon 41. Now 
typo in AMIGA in capitals, choose black for 
the text color, and click on the paint brush 
next to the text entry. This will generate }'our 
text in unexpanded lettering. Press the right 
mouse button and, from the brush-swap 
menu, select "copy this brush." Notice how 
the text has expanded? Explanation later. Now 
stamp this down anyivhere on the screen. 
Then press and hold the right mouse button 
and select brush; click "no background" and 
click "copy this brush" from the brush-swap 
menu. What you should have on the screen is 
your text in black on a light gray screen, with 
the text copied as a brush with the "no back- 
ground" turned on. We are now ready to 
color the text. 

Click on tools and select a color. In this 
example I've selected red for the top of the 
text. Ciick on red, the rectangle, and fill. Us- 
ing the text on the screen as a coloring template 
and going all the way across, fill in the top ha If 
of the text, as in Example 1. 1-or the second 
color select bright green and proceed to do 
the same to the bottom, as in Example 2. 
Notice that the size of the rectangles makes no 
difference for our purposes. 

Now for the interesting part. We're only 
four clicks away from the result. First, click 
the right mousebutton and select brush-swap. 



restore brush. Second, move the restored 
brush up on the colored text template and 
click on it. If nothing seems to happen, don't 
panic. Third, move the cursor to scissors, click 
once, and then click repeat. Move the cursor 
onto the screen, and you should ha\e colored 
text. Before copying the colored text as a 
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brush, turn the "no background" off, then 
select "copy this brush." Now you can pick 
any color you want, clear the screen, and use 
the brush you just created. You can manipu- 
late this brusli as you wouid any other using 
texture mapping, transparency, and other 
features. 





^mazing 




Examples 1 -6: Easy steps to multi-colored text. 
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Using What We've Created 

For l-xampk' 3, Ilmvl' tliL-brush as is, pick 
the dark grci?n, and clear the screen wilh tliis 
color (press and hold the right mouse button, 
then pick picture, clear), leaving tho screen 
dark green. Click on the controls icon, set the 
transparency control about six clicks from the 
bottom on each side, and stamp your brush 
down any where in the upper-left corner, Next, 
move the transparency controls to the center, 
move the brush to the middle of the screen, 
and stamp (click) the brush down, Push the 
controls nil the way up (click on the lower left 
squares to clear the screen), mo\'e the brush to 
the lower rightof the screen, and stamp again. 
You should now have Multicolor Text, with a 
fade, on your screen, as in Example 3. 

A note on this first technique: if you 
stamped the finished brush down on anv col- 
ored screen, and then copied it with the scis- 
sors and rectangle, you wotild pick up the 
background color, whether the background 
was set to on or not. Exciylioii: if the screen is 
black, and "no background" was on and voii 
recopied the brush, all you would get wovild 
be the same brush. If the brush was texture 
mapped on a black screen vvith "no back- 
ground" (III , then you would gel onlv the 
colored te,\t as "texturemapped" text. 



The Second Method 

\'ow on to our second method. First, 
delete the brush that was made. Second, set 
the screen to black and the controls (transpar- 
ency) to off. Click on the text icon. Set the color 
of the text to white, .select fonts, and pick 
Texas 103. Now Ivpe an uppercase A oniv. 
Click on the little brush icon; the letter A will 
appea r after the corner of the screen fills \vith 
white. Copy this letter so it will expand; then 
place it on the screen as noted in Example 4. 
Now click on the fonts icon and.selecl "melba 
61," type in "mazing," and clickon the brush 
icon again. Repeating what we did earlier, 
copy the brush to make the text e,xpand. Now 
place the text as in Example 5. Next click on 
the fonts and select cinnamon 72. This time 
tvpe in Computing, and again click the brush 
icon. What happened to the "ing"? If (he text 
is copied, remember, it gets expanded. So 
don't copy it this time. Stamp down the text. 
Finish by t^-ping the "ing" and placing it 
properlv. 

Now we want to click on the tools icon, 
click on the rectangle, and tiien the scissors 
icon. Press the right mouse button and select 
"no background" from the brush menu. Now 
copv the whole screen or the text in\'oK'ed. 
Make a copy of the brush. After the brush is 

Creative results 
can be 

achieved using 
these methods 
to color your 
text. 




Problems With Fonts 

The reason for the second technique is 
that when larger fonts are used, the fonts get 
clipped. Remember when the text got larger 
after copying the brush? If you use Texas 
Fonts, and you t)'pe AMIGA, vou will get 
only the first four letters of the word. Yet the 
screen initially will display more thanenough 
room for the word. Until you copy the brush, 
the first four letters will fill the screen. But 
there is a way around this. Using this method 
is a little different, but the advantage is that 
you can mix fonts and sizes for some really 
neat stuff, with no background hassles, and a 
full screen spread. 



safely stored, we will color the text in the 
same manner that was used in the earlier 
example, except that we'll be using the trans- 
parency controls for effect. 

Select the polygon tool from the tools 
menu, make sure the fill is highlighted, and 
then click on the controls icon. Now set the 
sliderson the transparency controls, the right 
one down to the middle, and the left one three 
or four clicks down from the top. Pick any 
color you choose to start with — it doesn't 
ha\'c to be the same colors I've selected — and 
cover the text in triangles or anv othei' shape 
you desire (Example 6), 

When done, restore the brush, place it 
over the colored template as close to theorigi- 
nal as possible, and then click the left mouse 



button. The text will turn white again. When 
finished — this is important — click uudo first, 
then click on scissors, and finally on repeat. 
Your text should now be in the colors vou've 
chosen. Tcu'n the background off and save the 
text as a brush. 

After sa\ing the brush, clear the screen 
in anv color, and restore thebrush. Play around 
with the controls, toxturemap it, or do what- 
e\'er you want. The object now is to experi- 
ment. 

Observations 

i found that if I were using ^vhite for the 
text color, it would pick up the remaining 
white if it w-as not completely filled in, as if it 
\vere part of the coloring processes. 1 also 
tried this method using different colors, and 
they a 11 worked. What about using solid black 
text in multi-fonts and copying that withouta 
black background? Well, I found that after 
creating the brush with "no background" set 
to on, and using the color white to create a 
screen, I could easily create the multi-font text 
i n black. After crea ti ng wha 1 1 wa n ted , I copied 
it and stored it as a brush. Then I cleared the 
screen in the color black, and restored the 
brush. It came up white again. 1 picked the 
color black v\'ithoui losing the brush. Then 1 
stamped this down on the screen, and clicked 
undo, scissors, and repeat. There was abso- 
lutely nothing on the screen. You can click on 
any color you want for a screen color, then 
clear it. If you have left the brush alone, it will 
be in black under the cursor. Remo\-e the "no 
background" and stamp it on the screen. 

Experiments 

1 have used fonts from the workbench 
disk as well as outline fonts from a PD disk, 
and all worked fine using this technique. I 
ha\'e used various screen resolutioivs \vith 
and without interlace and encoLinfered no 
problems. I have also used a colored screen as 
a mask, and found that it u-orks well. 

For printouts, I've set the screen reso- 
lution to 384x386 and designed the knout. It 
makes a nice little newsletter heading or one- 
sheet poster, hn porting these inli) TuriioSilvcr 
or hnii\;ii!c, and using these multicolored fonts 
as lighting (brushes) should be impressive. 
The possibilities seem to be endless. 1 hope 
that I've opened a door for somebody. I'm no 
artist, but perhaps put in an artist's hand, this 
technique can go who knows where, 1 would 
appreciate hearing from those ivho find this 

useful. 

•AC* 
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In a previous Amazing CampiiShig article (Oithcriii}; in Mniuki-2: 
Dithering Primitives, AC 7.9), I discussed a relalK'ely simple 
technique to dither colors nigorithmically Lising standard Amiga 
graphics calls. In this article, I'd like to expand on the functinnality 
of those routines. Here, we're going to discuss an algorithm which 
will match an arbitrary color to an arbitrai*v palette. Using this 
routine, one could re-map a 24-bit image to a smaller palette, or 
simply remap the colors from one palette to another. Please note 
that this article expands on concepts and models used in the original 
article. 

Color Match 

The Color Match routines presented here will take as input the 
RGB values for a color and match it to its closest counterpart (either 
a pure color or a dithered color) on a supplied paietto. How can we 
do this? We have to create some rules to determine which color is 
"better" than another when attempting to match it to a color which 
may not be in our paiette. Here are my suggestions: 

1) It is better to use a pure color than a dithered color. This is 
intuitively obvious because only one pixel is required to displav a 
puie color; a ditliered color requires two (using tlie model discussed 
in the article Dithering Primitives). 

2) It is better to use a color whose red, green, and blue values all 
vary by a small amount from the original, rather than a color which 
has a large change in just one of the RGB components. Why? If 
each of the RGB components of tivo colors differs by, say, just 1, 
then both colors are essentially the same, except that one is a lighter 
shade of the other. If only the red is changing, then the tivo colors 
have more fundamental differences. 

3) It is better to use a color whose RGB values differ in the same 
direction; i.e., all the RGB values of the color are either greater or 
smaller than those of the color we are attempting to match. If all the 
RGB components change in the same direction, then they are shades 
of each other; otherwise, there are larger differences. 

4) To find the pure RGB equivalent of a dithered color, add each of 
the RGB components of the first color to their counterparts in the 
second color, and divide by two. For example, if we dithered white 
(RGB value 15, ]5, 15) and black (RGB value (1, 0, 0), we would find 
that resulting dithered color's RGB value is a medium gray (RtiB 
value 7, 7, 7). 

The Point System 

Using the above rules, we'll create a point system to find a 
color that most closely matches the desired color. In our system, 
we'd go through the entire palette one color at a time to try to find 
the best match. A lower score indicates a better match, while higher 
scores reveal a poor match. These rules are not fixed; they can he 
fine tuned to a particular application. Here is the point system that 1 
use: 
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1) Subtract 3 if the color is pure. 

2) Square the differences betw^een the RGB values. For instance, a 
dark red (RGB value 5, 0, 0) would add 25 to the score if it ivas 
matched to a black (RGB value 0, 0, 0). 

3) If the differences between the RGB \'aiues are all greater than or 
equal to zero, or less than or equal to zero, then subtract 2 from the 
score. 

Ttie Implementation of Color Match 

Here's ni)' implementation of the color match algorithm. To 
make the palette numbers easily accessible, ^ve'll store the RGB 
values in an array of INTEGER; 



TVPE 

PalType ^ ARRAY [0. .64] OF ARHAY I0..21 OF INTEGER; 
PalTypePtr - POINTER TO PalType; 

l-luru's the PROCEDURE call declaration forColorMaltli: 

PROCEDURE ColorMacc!i(ColorR, 
Colore, 

Colors : IHTBGER; 
Pal : PalTypePtr; 

Depth : CAP.DIMAI.) :CARDIHAIj; 

ColorR, Colore, oiid Colorli diu thu RGB values of the color that is 
to be matched with a color from the shnllow pak'tte. Pal is a pointer 
to tho values in our palcttt*. Depth is the numlKT of bitpSanes in our 
palette. 

These are some kxal variable definitions: 

VAR 
Counter, 
ColorO, 
Colorl, 
BeatColor, 



I* Find tlie number of colors in the palette *) 
NuinColorS : = 1 ; 
FOR Counter ;= 1 TO Depth DO 
NunColors : = NumColors * 2 
END; 
DECINumColorsl ; 

The next tivo statements control how we go through the palette. 
Notice that the inner loop starts at the value from the outer loop; we 
do this so as not to recompute the values for similar dithered colors. 

(' The main loop •) 
FOR ColorO := TO Depth IXi 

FOR Colorl := ColorO TO Depth DO ('Don't recompute 

the same dithered colors*! 

These statements find the RGB value of (he current color. 
Notice that we give a bonus for the color il it is "pure." 

NewScore := 0; 
IF (ColorO = Colorl) THEK I* Find the RGB values of 

current color*) 
DtE I NewScore, 3); 
r != Pal"IColorO, 01; 



The Color Match routines presented here 

ivill take as input tlie RGB values for a eolor 

and inateli it t«> its closest counter piirt on a 

supplied palette. 



NumColors : CARDINAL: 

r, g, b, 
Best:Score , 

NewScore : ItWEGER; 

ColorO and Colorl are the current two components of the 
dithered color that the algorithm is evaluating. BestColor is the 
current best match that the algorithm has found. NumColors is the 
number of colors in the displav palette, r, g, and b are the RGB 
values of the current dithered color. BestScore is the best score that 
the algorithm has found during its search. NewScore is a temporary 
variable to store the score that the algorithm is computing for the 
curreiit color. 

Here we're initializing UeslColor to the background color, and 
BestScore to an absurdly high level. BestScore is set very high 
because we want the first color to replace it. 

BEGIN 
BestColor :- 0; 
BestScore := 32000; 

The next section of the code determines the number of colors in the 
bitmap. 



g != Pal- [ColorO, 1!; 

b := Pal~ [ColorO, 2); 

ELSE 

r := (Pal-[ColorO, 01 + Pal"(Colorl, 01) DIV 2; 

g := (Pal- [ColorO, 11 * Pal- [Colorl, IJ) DIV 2; 

b := (Pal-[ColorO, 21 » Pal-|Colorl, 21) DIV 2; 
EKD; 

Here we odd to NewScore the square of the differences between the 
RGB values. 

(* Add the square of the difference between Che two color;:*! 
INCtKewScore, ((ColorR - r) * (ColorR - rl ) + 
((Colore - g) ' (ColorG - g) ) + 
t (ColorB - b) • (Colore - bl)l; 

In this section of the code we give bonus points if the colors are 
shades of each other. 

(" See if Che two colors are shades of each other *) 
IF (ColorR >= r) AND (ColorG >= g! AND (ColorB >= b) 
THEN 

DEC (NewScore, 2) 

ELSIF (ColorR <» r) .AND (ColorG <= g) AND (ColorB <= b) 
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THEN 



DEC(NewScore, 
END; 
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In this last section cif the alj^orithm, we delermine if we hnvc a 
new low score, and create our coded dithered color. At the end of 
the loop u'e return the best color that we've found. 

(• Discover if we have a new best score *) 
IF NewScore < Best Score THEN 

BestScore :- NewScore; 

BestColor := ColorO * SHlFTiColorl, 8) ,- 
END; 

Et!D; 
RETURN BestColor 
END ColorMatch; 

The Summary 

In these two articles on color dithering, we've discussed 
relatively simple techniques that will increase the number of 
apparent colors for all Amigas, and a method to find the best match 
for any color in an arbitrar)' palette. Although these techniques are 
not a replacement for Amigas with deeper palettes, they do improve 
the graphics capabilities of existing Amigas while requiring no 
additional hardware and only a little more software development 
effort on the part of programmers. 

DEFINITION MODULE ColorMatch; 
FROM DitheredDrawing IMPORT PalTypePtr; 

PROCEDURE ColorMatchiColorB, 
Colore, 

Colors : INTEGER; 
Pal : PalTi-pePtr; 

Depth ; CARDINAL) : CARDINAL; 

END ColorMatch. 

IMPLEMENTATION MODULE ColorMatch; 

FROM DitheredDrawing IMPORT palTypePcr; 

FROM SYSTEM IMPORT ADDRESS, ADR, SHIFT; 
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(* Ttie color match algorithm. 
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PROCEDURE ColorMatch! Co lorR, 






ColorG, 






Colore 


: INTEGER; 




Pal 


: palTypePtr; 




Depth 


: CARDINAL) 


: CARDINAL 



VftR 

Counter, 
ColorO, 
Colon, 
BestColor , 

NumColors : CARDINAL; 
r, g, b, 
BestScore, 

NewScore : INTEGER; 
BEGIN 
BestColor := D; 
BestScore := 32000; 



(* Find tlie numtwr of colors in the palette *) 
NumColors := 1; 
FOR Counter := 1 TO Depth DO 
NujiColors :- NumColors * 2 
END; 
DEC i NumColors ) ; 

(* The main loop *) 
FOR ColorO ;= TO Depth DO 

FOR Colorl := ColorO TO Depth DO {* Don't recompute 
the same dithered colors *) 
NewScore : = ; 

IF (ColorO = Colorl) THEN I* Find the RGB values of 
current color *) 
DECINewScore, 3); 
r := Pal" [ColorO, 0] 
g 1= Pal- [ColorO, 1) 
b :- Pal-[ColorO, 2) 
ELSE 

iPal* [ColorO, 0] t Pal~[Colorl, 0)1 DIV 2; 

(Pal~[ColorD, 1] + Pal'' [Colorl, Ij) DIV 2 ; 

:= (Pal"[ColorO, 21 + Pal'tColorl, 21) DIV 2; 
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b 

END; 



(•Add square of the difference tjetween the two colors*) 
INC [NewScore, ( (ColorR - r) • (ColorR - r) ) + 
((Colore - g) • (ColorG - g) ) + 
( (CalorB - b) * (ColorB - b) ) ] ; 

i* See if the two colors are shades of each other •) 
IF (ColorR >= r) AND [ColorG =■= g) AND (ColorB >=■ b) 

THEN 

DEC (NewScore, 2) 
ELSIF (ColorR <= r) AND (ColorG <= g) AND (ColorB <= 
bl THEN 

DEC(HewScore, 2) 
END; 

(• Discover if we have a new best score *) 
IF NewScore < BestScore THEN 
BestScore := NewScore; 

BestColor := ColorO + SHIFT (Colorl , 8); 
END; 
END 
END; 
RETURN BestColor 
END ColorMatch; 

END ColorMatch, 
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AC Disks 



Source code and executable programs included for all articles printed in 

Amazing Coinptiting. 
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. AC V5.8. V5.9 aiul AC V5. 10 

Fully Ulillv^ing the 68881 Matli Coprocessor 
PartUI: 

TuninfisandTurl)o_l'LXL'l Funciion. Author: Read 
Predmore. 

C Notes From the C Group 5 .8 & 5.1 0: t-uiiciions 
suppuninji doubly linki-tl li.sis. ;ind .i pruj'njm 
that will t-x;iminL- :in iiri'hivi.- file and iL-mnvv .iny 
files that hiivt: been exirocled. Autiior: Steplit-'ii 
Kemp 

Time Out!: Accessing the Amiga's system timer 
device \ia Madulu-2. Aulhnr; Mark CDsiiman 

Stock-Portfolio: A pr<>j>i:iill to organi/.e anti 
track investments, music libraries, niailinj; lists, 
etc. in .A.niigaB.'\S]C. Author; G. L. Penrose. 

CygCC; -^n .•\Kex.\ prograniming tutorial. Au- 
thor: Duncan '['hnnison. 

Programming in C on a Floppy System; 

liegin 111 tievelop proj;r:inis in C. with just one 
mej^abyle of R;\.M .\uthor: Paul .Miller. 

Koch Flakes: rsin,4 (lie preprocessor to orga- 
nize your pro.t;r:initiiin,i;. .Vutlior: PaiilCiL-iloiigtiay 

Audiolllusion: l-Aperieiice an amazint; audio 
illusion generated on the .Amiga in Benchmark 
Modula-2. Author: Crai,L; Zupke 

Pictures: Il-T pictures from past Anw/.ing Coin- 
puting issues. 
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AC V5.11, V5.12&V6.1 
Keyboard Input In Assembly; Fourth in a se- 
ries of .\sscmhl\' (lSOUO pn.igramniiug tutorials. 
Author: Jeff tiltitt. 

A Shared Library for Matrix Manipulations: 

Cre;itint! a shared library can be easy, .\utlior: 
Randv i'inch. 



C Notes From The C Croup: A disi ussii m i m 
crvpiography. .Aulhnr: Mepheii Kemp 

ZoomHox: .\ttaches:i zoom bo\ loan Inluitinn 
window and allows the user to toggle the 
window's size and its po.sition. Author: John 
I.eonar<.l 
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AC V6.2 & v6.3 

C Notes 6.2: A reminder program to t!ispl:iy 

mes.sages. .Author: Stephen Kemp 

More Ports For Your Amiga: i'iles to at com- 
pany anicle. .Author: Jell bi\'in 

Ultra Sonic Ranging System: BASIC Sonar 
Ranging program. Author: John hnine 

Writing Fjister Assembly: txinlinuing the 
tliscussion of spcetling tip [iro.grams. .Author: 
Martin I-. Combs 

C Notes 6.S: Working with ftirations. Author: 
SleplK-n Kemp 
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AC V6.4 atid V6.5 

Blitz Basic: Here are .some examples createtl 
wiih .M.A.S.T.'s intc,i;raied B.ASIC eni ironmcnt. 
-Uilhnr: I'atil Caslonguay 

Creative And Time-Saving Techniques: 

Knchancing ami nne-ttining iiiKiges through 
definition. Part of the fractal .series. .Author: 
Patil C:istonguay. 

fractal Modula-2 Buffered Disk I/O: Buffer 
file input and oul(>ul lo impro\-e disk ;iccessing 
speed. Author: Michal Todorovic. 
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AC V6.6, V6.7, V6.8, S V6.9 
PractiCiilities: I'niclical u.ses of l-'inch's previ- 
ous! v documented .Matrix, libr:ir\-. .Author: Handy 
i'inch 

Selectinj" and Setting Gadgets in C: The ihiixl 
;inii lin.il insi:ilhvieiii in the "Crunchy i'rog" 
;ipproath lo programming. ,ALiihor:Jim E'iore 

C Notes6.6: .A new skeletal program to "jump 
islart" uliliiv programs. .Atithor Stephen Kemp 

Fancy Numbers: This helps you .save overlie:id 
bv skipping the tr.uislator library. Auihor: 
Lynwood Ciman 

C Notes().7: Adding functions lo liandle file 
jiattern processing. .Author; Stephen Kemp 

Message Ixigger: .A lime log ihat keeps track ol 
when progr.uns are run, Auihor Bri;m Zujike 

Power Basic: I'se a pre-proecssor to achie\'e 
(.lefinitiun replacement. .Author Jonalh;in Home 
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AC 6.10, 6.11, 6.12, 7.1, 7.2, 7.3 
iniz/.led Over ARexx Parts 1&2: AKexx have 
\ ou rLiniiing .iroiind in circles? learn the u.sage of 
basic commands through this entry-le\ el ,AHexx 
program. .Author: .Merrill Calt:iw;i\ 

Simplified File Decompression tl.sing ARexx: 

Compress and decompress files with this simple 
.ARexx ]irogram. .Atithor: Randy lanch 

Jump Tables in Modula-2: Learn the intricate 
LletailsofMo<.lula-2 programming. Auihor: Michal 
Todor^n'ic 

DePuzzle: Willi this neat linle program, you can 
si-ilvesome age-t)ld prnbabilil\x|uestions. .Author: 
Scott Palmateer 

ZipTemi: .An explan.iiion oft onsolc. device ;tili.l 
serial.device on the .Amig:i. .Author: Doug'l'hain 

.-VRexx Translator: The premier of AC'S .Alfexx 
column, t 'sing .ARex.x to translate number b;i.'ies 
.iikI char.icter coiles. Author: .Merrill Call;iway 

FC Calc: Caeate the.se Maxil'hui templates lo 
help org:inize interest ;iiui hn;mce ch;Lrges on 
yourerctiit ctirtls. .Auihor: Kick Mana.sa 

Recursive Function Calls in .ARexx: How lo 

t re:Ue .nul use recursi\ e t'tmclion c;ills in .AHexx. 
Atithor: Merrill Cal!a\v;iv 



For more information about the 
AC Disk collection call 

1-800-345-3360 






rive ycnrs ngo, Amiga computers were just first bccnming 
kini\\'n for tliL'ir flashy graphics <ind four-voice, stereti sound. No 
other compuler in its price range could beat the Amiga for colorful 
titles, animation, and digitized audio. 

It was ai'ound this time that 1 happened to be noaring comple- 
tion on a low-budget feature film called Vw Dead Next Dixiv, a horror 
mo\ne thai I wrote, produced, directed, and edited. It was my first 
feature after o long string of Super-8mm shoi't films spanning a 
seven-year period. Dead was no multi-miilion-dollar, studio-backed 
extravaganza. It had a very modest budget, and after my parhiers 
and I spent all of our money shooting the film, we were faced with a 
dilemma as to how to get good-quaiitv titles for cheap. 

Traditionally, film companies hire optical houses to create titles 
on film, which are cut into the actual negative prior to the film's 
final printing. The Dead Next Door, hovve\'er, was one of man\' films 
that was shot on film and finished on video, thereby saving valuable 
money and bypassing the world of theatrical release, wliieli these 
davs is ruled bv the major studios anvhow. 

It u'as in the film's final phases that I became acquainted with 
the Amiga. A friend of mine had bought an Amiga 1000 on a whim, 
and, impressed by its obvious superior graphics and easy-to-use 
interface, I set about solving my dilemma. 

1 talked the film's financier into shelling out $1,400 under the 
pretense of getting nice slick titles. Not knowing anything about 
computers prior to this, I took the gamble and bought a stock Amiga 
500 with 1 MB of RAM and two disk drives, and spent several 
months figuring out how it ticked. 

Well, the gamble paid off. The titles looked better than the 
traditionally bland Chvron titles used in most television produc- 
tions, and added something extra to the film, helping to gi\'e it a 
look of its own. 

By the time 1 landed a second feature about fi\'e months later, 1 
had a much better understanding of the computer, and continued 
adding software. It turned out that the next film, Rcihol Niiija, would 
be even lov\X'r budget than the first. With this in mind, I made a 
proposal to my new investor to create the film's titles on the Amiga. 
He agreed under the condition that 1 do the titles for three of his 
films. Putting his money where his mouth was, he shelled out the 
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Been through an Amiga jungle lately? Looking for a special program, 
application, or device? Trying to make sense out of CLI? Need the latest 
tricks in desktop publishing or the best programming tool for you? 



iii*'" 







i 





Hner you need the spirited, in-depth monthly view of Amiga computi^ 
\n Amazing Computing, the quarterly technical know-how oiACs TECH, o* 
the complete index of Amiga products and services in the biannual 
ACs GUIDE, there is an Amiga publication just right for you. Subscribe today 
to one, two, or all three and find your way through any Amiga jungle. ^ 



money to biiv soiiil' new hnrdwnrL' iind sofhvnro, including 
Broniiciiiit Titlir (InnoVision), DduxcPfliiit 111 (Electronic Arts), and 
also a 40MB SupraDrhx- hard drive with 2MB of fast RAM to fully 
utilize this new software. 

Not only did the investor like the titles, he liked the film as 
well, and 1 ended up doing tvvo more for him; Sl^iiiiicd Aliiv and 
Ghoul School. 1 used these films to create similar self-running titles to 
fulfill my prior three-picture obligation. I abandoned older 
slideshow software for the more powerful stuff like DeluxcVidco II] 
(Electronic Arts). 

Since finishing those first four feature films, 1 have also ient my 
titling to four volumes of Cinema Home Video's Shock Ciuviim series, 
a 50-minute collection of interviews with horror film writers, 
directors, and producers (including myself). I also made the plunge 
and traded up the old faithful A500 for a shiny new A2000! 

Much has changed since the first four films. The advent of the 
Video TiMslt')' (Newtek) and many low-priced time-base correctors 
has made video even more accessible to many. It was this theory 
that led tne to an experiment. The experiment was to shoot tv\'o 
features, back-to-back, on S-VHS videotape, using the Amiga as 
an integral piece of the puzzle. 

Cinema Home Video, my distributor over the last few 
years, came to the rescue with the money and the deal. 1 started 
in Julv 1991 by designing the video boxes for Zombie Cop and 
Ki)igdoi>i of the Vampire on FageSirctvn 2.1 (Soft-Logik Publish- 
ing). In addition, I purchased the ES-300C Scanner (Epson) and 
its Amiga driver software (ASDC) for the color artvvork. Since 
we would be shooting and editing the projects on S-VHS, i 




chose the Scanloek genlock (VidTech). No Toaster for us yet! The 
video boxes were output to negatives as color separations and were 
on their way to the printer. 

Al the same time, the production's v\Titer was plugging a^^'ay 
on the scripts, which \vere written — you guessed it — on the Amiga 
using PwWritc (New Hori/.ons), a word processor of which 1 cannot 
speak kindly enough. Budget.s were being written using PC 
software via the A2088 XT Bridgeboard (Commodore). Logos were 
being designed on Projci^iiciml Draw (Gold Disk). Artwork was 
retouched and prepared in Art Departiitait Pro/fsswurt/ (ASDC). 

FinallVi the big day arrived in late August. TTie shoot was 
exhaustive, with one week for each production. On the first dav 
while shooting Kiiigdoiti of the Vmnpire, 1 broke my knee and directed 
the remainder of the film from a vvheeichair. But by mid-September, 
the productions were edited. Titles were added, using the old 
faithfuls I have mentioned before. On October 1 the tapes were 
shipping to video stores across the country. 

Needless to say, the "experiment" was a success. I was 
immediately contracted to produce two more \'ideo features. 
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Cbickboxer and Maximum IwfMct, for the same company, using the 
same technology \vith some new twists. AmigaDOS 2.04 was added, 
and with it came ARexx capabilities, which 1 quickly implemented 
in ProWrite to facilitate screenplay formatting and computer-aided 
breakdown. DeliixePaiiil IV was released, and its morphing and 
HAM mode abilities were used to create stunning title sequences for 
both productions. These productions were immediately followed by 
two others: Ciilnxy of the Dinosaurs and Hiimanoids from Atlantis, not 
to mention a special interest vidcocassette called iiiKic Hmt'-To 
Hallmveen Maitetips, Volume One (distributed by mv own firm, Tempe 
Video). 

There are other, smaller tasks that crop up which the Amiga 
and its cavalcade of software has easily taken on. Accounting 
became a concern early on. My first film involved nil paper 
accounting, a real mess that to this day is still being waded through! 
On the second film, the money for PHASAR (Psygnosis) was 
worked in, and easily paid for itself very quickly. 

Doing so many productions back-to-back in this fashion also 
necessitated some quick sound mixes. Being based in Ohio created 
another problem, lack of Ho!lywood-st\'te recording studios, which 
we initially solved by setting up a Ifi-track studio. But the Amiga 
saved the day again. 1 bought Perfect Sound (SunRize) and created 
samples of various sound effects, including punches, bodv falls, and 
the meatier sounds needed for the films' more violent moments. 
Now SunRize has come up with AD1012, a digital sampling board 



With this in mind, 1 eliminated the task of writing out all of the shots 

by hand by purchasing EDLP: Edit Decision List Processor from 
MicroIUusions — again (hanks to our faithful and financially capable 
investor! This software allows you to input your data, then create a 
list of reel numbers, in and out points, and transitions (fades, 
dissolves, etc.), and transfer this list to a disk that can be read by the 
editing equipment of most facilities. Working in this manner, we 
simply fed the disk into their machine and watched as the machine 
started on reel one, dropping in nil of the shots in their proper place, 
then doing the same for reel two, and so on. The studio where we 
did our cutting had nn older CMX editing setup that needed an 8- 
inch floppy disk, but after $50 and a trip to a larger house we 
walked away with a properly formatted disk with our EDL on it. 

Besides this long list of uses, the Amiga really comes in handy 
now, when I am in the process of getting together new projects. 
Using PagcStream, Professional Draw, and the Epson ES-300C 
hardware, 1 have saved time and money by laying out mock-up 
versions of possible poster designs, not to mention business cards, 
letterheads, and envelopes. Great output for little money can be had 
by using an HP LaserJet IIP (Hewlett-Packard), which can easUv be 
converted to output PostScript with the low-cost Pacific Page 
cartridge from Pacific Data. It's also a great setup to have between 
projects \vhen money is light. You can create flyers and the like for 
anyone who will have them! 



Tl?At>mONAllY, FTtW COWPA^^T^S HIRE OPnCAl HOtJ5E5 TO 

Cf?FA7T TTTIFS ON FTtW, WHICH ARE CUT T^TTO THE ACTUAl 

NEGATIVE PmOR TO THE EIIW'5 EWAl l^mT^TTINC, 



which plays and records straight to your hard drive, and whose 
samples can be triggered directly to SMl'TE time code from a 
videotape source. We first used this new technology on Oiickboxer 
and Maximum Impact, and the results are truly astounding. 

Being a semi-advanced musician, 1 decided to link my mass of 
MIDI gear into the Amiga to create the music score for my first four 
features as well. I added a software sequencer to the setup, initially 
SoundScape (Mimctics) and later Music-X (MicroIUusions), along 
with a MIDI interface and began churning out both the actual movie 
score as well as several accompanying songs by myself and others. 

For Ghoul School, the investor decided to attempt some cost- 
saving measures. Instead of editing the 16mm film itself, we 
transferred it all to video. We stripped the videotape with SMITE 
time code with the intention of creating a one-inch video master of 
the film, bypassing almost altogether a lot of expensive film 
processing and printing. This technique was very familiar to me, 
having been used on Dead Next Door. However, the biggest bug in 
this system was creating the final edit decision list. 

The edit decision list is basically a list of each shot in the film. 
Because all of the original uncut film is stripped with time code 
when it is transferred, you have anywhere from 500 to 1500 cuts that 
all have separate beginning and end time code numbers, not to 
mention the fact that they are on individual reels of tape. 

When the one-inch video master is cut, you are spending 
upwards of $200 or more nn hour to do so. Obviously, taking the 
time to read numbers from each shot at this stage is very expensive. 



Although you may never decide to use your Amiga for such 
"horrific" uses, it is nice to know that this technology exists. In fact, 
many exciting developments have occurred since I first bought my 
Amiga 500 in ear!)' 1988, including such devices as NewTek's Video 
Toaster. With only a small cash outlay and your computer, you can 
get the same results you see here, learning as you go. 

Keep on the lookout for low-budget features or other produc- 
tions being done in your area. Producers are always looking to get a 
qualit\' product inexpensively. With a low price quote, some talent, 
and a copy of this article, you can probably sway their decision and 
get the job of creating their titles! Good luck! 

•AC 
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WE ARE AMIGA" 
HEADQUARTERS! 




SOFTWARE 



f productivity" 


AGFA Type Collect . 
Ami-Back ,,, 


... CALL 
...47.95 


AMOS 3D 


...41.95 


AMOSCompJIef 

AMOS Creator 


...41.95 
...59.95 


Arexx . . ... 


...29.95 


Art Dept Pro Vera... 
Audio Master IV 


.179.95 
...59.95 


Audition 4 

BAD 


...59.95 
..29.95 


Baud Bandit 


..29.95 


Buddy Sys: A Dos 2 
Buddy Sys: Imagine 
Cygus Ed Pro 


... 29.95 
..29,95 
..59.95 


Deluxe Paint4 


107.95 


Design Works 


74 95 


Directory Opus 

Disney Animation .... 

Final Copy 

Fractal Pro 5 


..35.95 
..77.95 
.. S9,9S 
.. 69.95 


Home Front 2 . . 


59 95 


Hot Links 


.. 59.95 


Image Finder 


.. 39.00 


Imagine2.0 


269.95 


Imagine Companion 
Lattice C 


.. 23.95 

193 00 


Lock Pick 


..35.95 


MigraphOCR 

Page Stream 

Pagesettef II 


249,95 
179,00 
..77.95 


Patch Meislef 


..59.95 


Phasar 

Pixel 3D 2.0 


., 53.95 
.. 77 95 


Pro Fills 2.0 


., 29.95 


Project D 2.0 .. 


35 95 


Pro Page 3.0 


179.95 


Pro-write 


.. 59,95 


Quarterbacks 

QuarterbackTools... 
Quick Write 


.. CALL 
..48.95 
..44.95 


ScalaSOO 


89 95 


Scape Maker 


., 23.95 


Scenery Animator.... 

Super Jam 

Surface Master 

Turbo Silver/Terrain. 
Turbo Text 


.. 59.95 
.. 89.95 
..20.95 
..59.95 
..59 95 


TV Text Pro 


.. 99.95 


Vista Pro 2.0 


..59.9^ 



/ ^entertainment\ 

4D Boxing 29.95 

American Gladiator 23.95 

Aquavenlura 29.95 

Birds of Prey 29.95 

Black Crypt 29.95 

Civilization 41.95 

Castles 35.95 

Cruise for a Corpse 32.95 

Death Knight/Krynn 29.95 

Elvira2 41.95 

Eye Beholder 2 35.95 

Falcon 29.95 

Final Conflict 29.95 

J. Madden Football 29.95 

Harpoon 35.95 

Jack Nicklaus Golf 35.95 

Katie's Farm 23.95 

King's Quest 5 35.95 

Knights of the Sky 35.95 

Leisure Suit Larry 5 35.95 

Lemmings 28.95 

Los! Treas. Infocom ....41.95 

McGee 23.95 

Mega Fortress 35.95 

Might & Magic 3 35.95 

Monkey Island 2 35.95 

OhNo More Lem'ins 20.95 

Out of This World 35.95 

Perfect General 35,95 

Perfect Gen. Addon 20,95 

Pinfaall Dreams 23,95 

Police Quests 35.95 

Populous II 35.95 

Railroad Tycoon 35.95 

Red Baron 35.95 

Silent Service 11 35.95 

Sim Ant 35,95 

Sim City 29,95 

Sim Earth 41.95 

Strip Poker 3 29.95 

Strip Poker 3 DD1 -5 14,95ea 

Team Yankee II 29,95 

Their Finest Hour 17,95 

UlltimaVI 41.95 

Where in Europe 29,95 

Where in Time 29,95 

Where in the USA 29.95 

Where in the World 29.95 

^lly Beamish 35,95^ 



To Order Call 

1-800-231-0359 

Illinois Orders Call 1-708-893-9614 

For Product Information or Tech Support 

Call 1-708-893-7464 

FAX Number 1-708-893-2970 

New products arriving daily! 



FD Software 

P.O. Box 68 

Bloomingdale, IL 60108 

Hours M-F 11-7 Sat 10-6 



HARDWARE 



1X8 SIMM Modules 80ns 42.00 

501 Clone- 51 2K 35.00 

A500 Internal Drive 79.00 

AdSpeed Accelerator 179,00 

Air Drive External 80.00 

Alpha Data Mouse ■ 280DPI 27,95 

Alpha Data Optical Mouse 39,95 

BaEeboard-4MBA500 Board/Ok 89,00 

Commodore AT Bridge Board 399.00 

Commodore Workbench 2.04 Upgrade Kit 84,95 

Data Flyer 500 145.00 

DCTV 395,00 

DPS Personal TBC II 799.00 

Flicker Fixer 239.00 

Golden Image Hand Scanner 199,00 

Golden Image Mouse .„ 27.95 

Golden Image Optical Mouse 52,00 

GVP DSS 8 Sound Sampler 95,00 

Imagine-AGuidedTour/Video 24,95 

IVS Meta 4 Board 79 00 

IVS 6S030 [VECTOR] - 

25, 33, 40 MHZ A2000 CALL 

Jin Mouse 23,95 

Master 3A Drive External 80,00 

MIDI Connector 50,00 

Mouse/Joystick Switch 23,00 

Multi-Start II 42,00 

NewTek Video Toaster 2059,00 

Perfect Sound 66.00 

RocGen Plus-Genlock 345.00 

Roctec External Drive 80.00 

Safeskin A500 12.00 

SafeskinA2000 12.00 

Safeskin A3000 12.00 

Sound Magic 119,95 

Supra 14.4 Fax Modem 299.00 

Supra 14.4 Fax Modem w/Amiga Software 349.00 

Syquest44MB Removable 329,00 

Syquest44MB External Drive 429.00 

SyquBst44MB Cartridges 89.95 

Syquest88h/B Removable 459.00 

Syquest8SlvlB Cartridges 129.00 

Video Director 135.00 

A500 Hard Drives 

GVP A500-HD8+0/52Q 509 00 

Trumpcard 500 AT- IDE 169.00 

Trumpcard 500 Classic 129,00 

Trumpcard Pro 229 00 

A2000 Hard Drives 

GVP A2000-Ram 8/2 i89 00 

GVP A2000 8/0 W/120MB 549^00 

IVS Grand Slam 239,00 

Trumpcard Classic - A2000 79 00 

Trumpcard Pro - A2000 '.'I'mri49!oO 

Quantum Hard Drives " CALL 

21 3MB Maxtor cALL 

GVP ACCFL FRATORS 

A3022Seriesll-1MB/25MHZ 659 00 

A3033 Series II-4MB/40MHZ 104900 

A3050 Series II-4MB/50MHZ 153900 

GVP G-Force 68040/3000 2099 00 

Progressive 68040-A2000 "'"'''I 1695 00 



Shipping Inio: Shipping $4.50 per order in Conanental U.S., ships via UPs"> 
Ground, COD Add$4,50.Call for Express shipping rates. Alaska, Hawaii , Puerto 
Rico .Canada. Mail; Foreign shipping extra. Oversiie orders ship at current UPS 
Rates, Rslurn & Refund Policy: Defective products replaced within 30 days of 
purchase, 15% restocking charge on All returned non-defective merchandise 
^^VL°'flf,-^'?'^*^^'^'^*f'°'°'SCOVEFl-NoSurcharge,lllinoisResidents 
add G,75% Sales Tax. Walk-in Traffic Welcome , Store prices may vary Prices I 
\^ub|6et to Change Without Notice, 
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U^ing the C 

PreprocecBcBor to 

(Simplify Amiga 

(Structure Definitions 

b)' Kevin Musick 



MANY PEOPLE ARE INTIMIDATED bv the number of 
Intuition structures wliicli must be inidali2t.'d in order to add a 
graphical interface to their applications. It is not unusual to find C 
header files with several pages of structure definitions. Thankfully, 
the mighty C preprocessor offers an elegant solution, one that is 
somotimcs overlooked. The purpose of this article is to demonstrate 
how to reduce the size and thus increase the manageability of 
Intuition header files using the C preprocessor. 

The C Preprocessor 

The C language allows programmers to specify instructions to 
the preprocessor via commands that begin with the pound sign (#), 
For example, we can define a constant with the instruction 

idelir.c- ?j 3.;41'i'; 

During the initial stage of compilation, the source code is passed 
through a module called the "preprocessor." All references of the 
constant PI as defined above are replaced by the numerical 
equivalent given. Thus, a line of code written as 

*irej_o:_circ:ie = PI * rjciiui, ' ladiusj 

is translated into the line 

arEa_of_t:ircle - 3.14159 * radius * radius; 

Similarly, we can define more complex definitions, such as the 
following to compute the absolute value of an argument: 



i^defir.e ASHlnt 



( {n < J ? -n 



Enter Intuition 

The same concept can be applied lo creating Intuition 
structures. For example, consider the IntuiText structure. 



struct Int;;iTexc 
( 

U3¥TE FronLPen, BacJcPen, Urav^.ode; 

SHORT LeftEdge, TopEdge,' 

struct TextAtcr *ITextFont; 

UBVTB *ITejtC; 

struct IntuiTQXt *NextText,* 
I; 



Most of the time the text we define will have the same pen settings, 
the saine drawing mode, and the same font information. The 
"define directi\'e can be used to create macroinstructions that make 
strucaire initialization much simpler. As an example, when creating 
several IntuiText structures in which only the LeftEdge and 
TopEdge coordinates and the text itself vary, a definition requiring 
these three arguments can be written as; 



»de£lr.e ITEXTfx.y. cl 



<1.0,JAHl,x,y, IUBrrE->C,0 ) 



This definition assumes that pen one is used for the foreground pen, 
pen zero for the background pen, that the dra\ving mode is JAM2, 
and that there arc no other IntuiText structures to be linked with 
each one we define. These I'alues can of course be changed to meet 
specific needs. The idea is that since they will be constant, they can 
be defined in a macro as illustrated. 

It is then possible to define an IntuiText structure by writing 
the following code, which will use the sample values of 10 for the 
LeftEdge field, 20 for the TopEdge field, and "Sample Text" for the 
textual field; 

str^jct IntuiText TTextDeE = rTEXTdO, 20, 'Sample Text"J.' 

Notice that there is no need to typecast the string "Sample Text" to 
UBYTE *, since this is taken care of in the macro. 

These shortcuts are even more helpful when using larger 
structures, such as those for defining gadgets and menus. The 
approach is the same: initialize all fields that remain constant for all 
your definitions, and have a macro parameter for each field whose 
value is dependent on the declaration. To illustrate this, sample 
definitions are given for a small requester that has two Boolean 
gadgets (i.e., a "continue" button and a "cancel" button). This will 
require a new macroinstruction specifically for gadgets. 

♦ define BOOLGADU.y.b, t ,p) (p,x,y, BO, IS.GADGHCOKP.RELVEMFY, \ 

IAPTR)fib,a, St. 0,0.0,0 ) 

A couple of generic definitions are also required for this example: 

SHORT BiittonPtstl = ( 0,0,80,0,80,15.0,15,0,0 ) ; 
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A $15.00 
Language? 



YES! . . . for a limited time wc 
offering you a special Amiga 
version of the TVue BASIC, the 
powerful programming lang- 
uage from Kemeny & Kurtz, 
the original creators of BASIC! 
You'll receive the Language, 
libraries for graphics and font support, DO files, script files, 
more than 30 demo programs, and a 200+ page manual which 
pro\'ides you with an interesting introduction to modern 
BASIC programming. All this for only $15.00! 

In addition, you'll receive information on the other power- 
ful Subroutine Libraries and interesting how-to books and 
advanced manuals that are available at special prices. 

Best of all, True BASIC programs are portable to DOS, 
Macintosh, and most UNIX workstations. Now you can use 
the .same program code across all platforms, for the powerful 
portability that every programmer dreams about. 

Call 800 872-2742 

Special Limited Amiga Offer 
Only *15.00 plus .shipping. 

Ituns of Amiga 500. 1 000. 2000 & :iOOO 
and th(^ t.3 & 2.QA opcralin); i^ystcTns. 

12 COMMERCE AVENUE • WEST LEBANON, HH 03784 • 800 872-2742 • FAX: {603) 298-7015 



RELEASE DATE: 




Struct Border Butconaorder ^ i -2, -1. l,0,JAM1.5,3uttonPts,0 

Thi" declarations for the dialog using our new mncroinstruc- 
lions are straightforward. 

acrucc IntuiTexr BucconlTexc - ITEXTtlO, 50. 'Continue') ; 

struct IntuiText Button2Texc = ITEXTUOO, 50, 'Cancel') : 

struct Gadget ButtoniGad = 
BOOLGAD(0.5.4S,ButconBordcr,ButtonlText) r 

struct Gadget B-jtton2Cad = 
B0OliiAD(4ButtonlGad,95,<8. \Butto.TBorder. 

ButtonSTexc); 

When dealing with the multitude of Amiga structures, 
especially those used by Intuition which are used repeatedly in 
program definitions, using (he C preprocessor can save time and 
space, and make source files easier to handSe. It is also easier to 
make changes which affect e\'ery structure, since only the macro 
needs to be altered. 
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Pknfc Wrile Ic: 

Kevin Mitsick 

do Anwzui'^ Computing 

P.O. Box 2140 

Fall River. MA 02722-2140 
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WINDOW SIZE 



The following is a simple C utility that allows you to resize 

windows without the mouse. 

The program it.self is very straightforward and streamlined. 
Begin with the only #include, intuitionbasc.h, which has the 
definitions necessary to perform the task. The #pragma statements 
alknv the program to be made resident. Thi' _main prevents any 
information being passed lo or from the standard input/output 
(usually the CLI/SHELL) and decreases the size of the final 
executable. We open the intuition. library without any error 
chocking — we don't have much of an Amiga without it! We lock 
IntuitionBase to prevent any other task from modifying the data 
while we are working on it. Now the work starts. The first check is 
to see if the window is located in the upper left of the screen — if it is 
not. put it there. Next, we check the size of the windo^v to see if it is 
as large as the screen. If .so, ^ve make it as small as the minimum 
\'alues of the window and move it behind any other windows that 
may be open, if the window is not full si/e, we make it full si/e and 
bring it to the front. Now we need to give IntuitionBase back to the 
system, and close intuition.Iibrar\'. That's it! 

I used SAS/C compiler v5.1. 1 have included the make file. 
With those options, the final size is t'rri/ stmiU and can be made 
resident, resulting in rapid response. 



A utility in C 

by Anthony J. Willard 



Listing ws.c 



/• ws.c - Q program to adjusc the SHELLy'CLl window * 
• from Che ctsnmand line wichout the mouse. • 
if small -> large, large -> stMll. • 
Ant.hor:y J Willard * 

Ic -b -tr -Lend •/ 

-::._■. jde <intuition/intuitionbase.h> 

/• these are so it can be inade resident •/ 
^pragma ayacall CloseLibrary 19e 901 
(•pragma syBcrall QpenLibrary 228 902 
ppragma libcall IntuitionBase LocklBaae 19e 1 
^pragma Hbcall IntuitionBase UnlocklB^se la4 801 
itpragtna libcall IntuitionBase SizeWindow 120 108O3 
ppragma libcall IntuitionBase HoveWindow aS 10803 
=pragca libcall IntuitionBase WindoWToBacic 132 801 
-pra^ia libcall IntuitionBase WindowToFront 138 801 

struct IntuitionBase "IntuitionBase = IJULL; 

void _mainIvQid) /• _main aa not to pass info to/from stdio 

{ 

ULONG lock J 

/• if we don't have this, we have problems •/ 
IntuitionBase={5truct IntuitionBase 
*)OpenLibrary( 'intuition. library"* 33 1 ; 



{cofUiimed ou page 68) 
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68040 ACCELERATOR FOR THE AMIGA 3000 

• Mercury's 68040 CPU runs at 2BMHz, providing 22 MIPS and 3.75 IVIFLOPS performance! 
"•Built-in higli performance integer and floating point processors and MMU (memory 

management unit), witti AmigaDOS 2.0 floating point software library included. 
> Mercury's performance doesn't stop at SMB. Install up to 32MB of RAM onboard: 
40ns, 60ns, or low-cost 80ns, Page, Static Column, or Nibble Mode RAM for lightning 
fast direct 32-bil access by Mercury's 68040 processor (faster speeds with faster RAM chips). 

• All RAM autoconligures, with options of 4MB, 8MB, 16MB, 20MB, and 32IVIB. \ 

• Supports high-speed RAM bursting from the 68040 processor to H/lercury's onboard RAM 

• Full Direct Memory Access (DMA) to the A3000's hard drive controller 

• Efficient, compact design with custom components for reduced power consumption, 
reduced operating temperature, and 68040 power at a revolutionary price. 

• Designed for easy upgradabiiity to 33MHz and 40MHz 68040 processor, for 
performance of 25-31 MIPS. Compatible with 16MHz and 25MHz A3000 systems! 

• Hardware and software (provided) allow the 2,0 KiclsStart ROM to be 
copied into onboard 32-bit RAM for a dramatic speed boost! 

• Satisfy yourself! Compare Mercury to any other accelerator using 
3-D software ray tracing times, dhrystones, or any other "real 
world" benchmarl(. Don't be fooled by overpriced, "high-speed" 
RAM schemes which "Force" you into an 8MB dead end. 

■ Progressive began producing Amiga products in 1985. Our 
commitment to top-level technical support and service assure 
that you're getting the best accelerator value for your Amiga 

• Easy "no-jumper" installation - plugs into the A3000 CPU slot. ' 

• Full one-year warranty, backed by Progressive's reputation 
for outstanding Amiga product value. \ 

• Here's what reviewers have said about Progressive's 
first A3000 accelerator: "...the Progressive 040/3000 
hard-ware performs fiawfessly." [Amiga World, Jan, 1992]. 

• Compatible with Progressive's ProRAM 3000 
64MB RAM expansion board, for RAM capacity 
up to 114MBI [Additional memory capacity 
when installing multiple ProRAM boards]. — 

• Software switchable between 68030 and 68040 
modes for full 68030 compatibility, with access 
to Mercury's onboard RAM in either mode. 

• Active cooling with Mercury's onboard 
processor fan keeps operating temper- 
atures low and stable, for increased 
reliability over passive (heat sink) 
cooling systems, \ \ 



35MHz VERSION NOW SHIPPING! 



SPECIAL OFFER! ' ' 

Act now for big savings when you acquire the Mercury accelerator! 
Receive IMAGINE 2.0, the outstanding 3-D modeling, ray 
tracing and animation software for the Amiga. That's a retail 
value o( $450, absolutely FREE with Mercury. OR, save big on 
16 megabytes of RAtvl ... a reiail value of S800 for only S350 
when you buy Mercury. Remember, this offer is good for a 
limited lime only, so ask your local retailer about IVIercury and 
take advantage o( this offer soon! Mercury is available from 
\ your local retailer, or contact ; \ \ '\ '\ \ 



Progressive Peripherals & Software 

464 Kalamath St. • Denver, CO 80204 x^^ii 

Phone (303) 825-4144 • Fax (303) 893-6938 '^ 
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ALADDIN 4D 

An exclusive look at ALADDIN 4D (Draw-4D Pro 2.0) 

by R. ShiDtuiis Mortier 

Originallv, Adspcc called its software Dmw-4D. Unlike Dnm'-40 Pro's attention to video, Drnw-4D's focus was desktop publishing. Instead 
of being an animation program, it focused upon porting 3-D grayscale artwork (3-D lettoring for titles and manipulated clip art) to Pagi'Slrtwii and 
Profcssioiml Page as PDraw "clips" or as straight IFFs. It did Shis well, but received little attention from the press. It seems that video applications 
far outweigh DTP on the Amiga, so Adspee redesigned and enhanced Draw-4D to handle 3-D sculpting and animation, and added the word 
"Professional" in the process. Tine latest Draw-4D Pro release was 1.2. It included a Workbench 2.0 interface design, the ability to read and write 
Videoscape object file formats, and a box full of tools that help the .'\miga artist to design 3-D objects that can be colorized, wrapped with textures, 
manipulated in dozens of ways, and animated. ."Xs a reward for this new direction, Draw-4D Pro quickly enlarged its marketshare, and the list of 
its dedicated and supportive users grew by a thousand percent. Taking an ob\ious hint that the video direction was the way to move, Adspee then 
launched a vear-long enhancement and upgrade effort in order to challenge any and all comers. ALADDIN 4D is the result of that research and 
development, and there will be many future upgrades to follow. 



The ALADDIN 4D Edit screen contains 
all of the same tool icons that experienced 
Dra«'-4D Pro users are familiar with, so for 
them the transition to ALADDIN 4D's Edit 
screen should prtn'e easy. For those readers 
not familiar with Draw-4D Pro, however, it 
might be useful totakea brief journey through 
the Edit Screen toolbox and its uses, especially 
because the design of many of the tools and 
especially their associated icons is unique to 
this software and different from that of other 
Amiga 3-D/4-D packages. The Edit screen is 
the place v\'here objects are designed and as- 
signed various attributes or lists of attributes, 
where the screen resoluhon and rendering 
engine (ll'F, FireCrackcr, Resolver Board, 
DCTV) are set, and where fonts are imported 
and manipulated. The Edit screen is counter- 
balanced b\' the Render screen, where objects 
a re rendered either as a picture or as an anima- 
tion frame. 

ALADDIN 4D's tool icons are not similar 
in design to those used for the same purposes 
in other Amiga 3-D programs, but then again, 
most Amiga software of this kind has unique- 
looking icons designed for the tools. AL.-\DDI\' 
4D's icons are, hoi\'ever, designed so that thev 
visuallv represent, as closely as possible, the 
actions that they initiate, thus aiding in the 
learning process. 



Tltough the top menu bar offers dozens 
of other necessary' design alternatives and 
procedures, and we don't have the space to 
cover all of them here, 1 consider four addi- 
tional operations to be of prime importance; 

1. Make an Arc: This allows you to create an 
arc of anv degree (360 degrees = a circle) and 
any number of points around the origin 
(XYZ=0,0,0) for planar, extruded, or lathed 3- 
D objects. 

2. Make a Rectangle: This is ALADDIN'S al- 
ternate "primiti\'e" operation. You can create 
either rectangles of any orientation or full .3-D 
cubic shapes. 

3. Deform: Ihis operation is necessary to 
master for animating. Deforming a selected 
object allows it to change o\'er time and a 
number of frames. Theobject can rotate, move, 
and exhibit strange stretching and pulling 
attributes in a believ'able manner when this 
technique is mastered. 

4. Path design and operation: A palh in 
.AL.ADDIN 4D is a track upon which assigned 
objects move. Paths ha\'e global parameters 
(rotations and other attributes) so that objects 
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assigned to them take on the path's personal- 
ity. 

PostScript Compatibility 

^ ou tlon't want to sculpt images on 
ALADDIN 4D's Edit screen, but would prefer 
to compose them u'ith bezier curves in a vector 
dra^ving program likeGold Disk's PrpDniii'.i.O? 
No problem. ALADDIN 4D can import any 
PostScript file, including any PostScript clip 
art or fonis available, and then allow vou to 
add 3-D depth bv extruding it. Can vou imag- 
ine how manv class .>\ PostScript quality fonts 
arc out there for the taking? Tlie imported 
material can be customized and tailored to 
vour liking, e\'en to the point of minimizing 
the necessarv points of the object so that the 
resulting 3-D figure won't ha\'e too many polys 
to deal with. PostScript art is much smoother 
than the cu r\'es drawn in a 3-D sculpting pro- 
gram. This attribute alone is worth hundreds 
of dollars and gives ALADDIN 4D a tremen- 
dous jump on the competition. 

The Additive Soul of the AI^DDIN 
Requesters 

The Draw.4D 1.2 Deforms requester had 
an attribute that is no\v shared bv all of the 
ALADDI.N requesters — a slider that allows 
the animator to add another "level" of opera- 
tion; that is, a segment that lies itself to the first 
animation. You can, in fact, tie as many seg- 
ments together as you need, and vou can var\' 
each segment, by length ol time or frame, as 
needed. 'N'ou can also tell .ALADDIN when 
specific actions or textures are to come into 
\'iew in each .segment, and when thev should 
end. Let me give you an example of what 1 
mean. Let's say vou have an animation that 
lasts 12(1 frames. In it, vou have a small sphere 
orbiting another sphere. Well, from frame 1 to 
(lO the small sphere could be texture mapped 
as if it were made of wood, then slowl v change 
to a chromed surface for frames 61 to *■)(), .'Xt 
framc91, it could takeona prtxcdural texture, 
maybe one that is transparent enough to allow 
thechrome toshow through. From frames 110 
to 120, it could suddenly becomea bump map. 
All of the while, it could be deforming, chang- 
ing its characteristic shape in space, and rotat- 
ing on any axis at the same time, while mapped 
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ivitli animated waves. Perhaps tlu' ceiitml 
spherecoiildliL' targeted as one of ALADDIN'S 
special "gases" — actiiallvacubicsurfacemade 
to represent a splierical mass. TIais gas could 
be spinning on its axis, and midu-ay in the 
animation, ghostly gas-like letters could be 
seen wavering at its core, mapped by a mLilti- 
colored ITI- texture. 

The requesters connected with 
ALADDIN'S features now allow you to build 
animations that have an infinite variety of 
internal elements that change their personali- 
ties over time. Al! of these attributes and te\- 
turescannowbes/i?dTi(,settofadeandmorph 
from one to the next. This is the dream of the 
alchemists made visible, changing any sub- 
stance into another before vour eyes — ^ivood to 
chrome, plastic to gold, bihnapped to trans- 
parent soap bubble. 

Backgrounds, Etc. 

Compositing backgrounds, foregrounds, 
and overkn/s is new to ALADDiN 4D. It is so 
intuitive that manv Amiga animators will use 
it as a stand-alone animation device. Like the 
compositing done with ASDG's Art Dejmit- 
iiwni Pro, background pictures can be com- 
bined in an almost infinite variety of ways. The 
difference with ALADDIN is that this whole 
process can be animated, giving you complete 
control over your background data. Multiple 
fades and other neat effects can he part of the 
process, all targeted to a variable animation 
timeline. A foreground image might be set 
against a background, with its colorD set for 
transparency, allowing the background image 
to sho^v through. A separate overlay may also 
be set to change over time. Overiaysean write 
textures to an entire animated seqiLcnce. Any 
of these can also be single frame animations, so 
that uith ALADDIN, animation compositing — 
with 24-bit, DCTV, and standard IFF anima- 
tion frames — is now a reality! 

The Texture List 

Textures are first loaded into a lift, so that 
any member can be chosen and time or frame 
mapped onto a selected object. This list ap- 
pears when you ask ALADDIN 4D to set a 
texture for a selected object. AlternatL' lists 
may also be mapped to a .'tingle surface. For 
in.4tance, an object might ha\-e one bump map 
of a face set to its surface, but alternate IFF 
textures (wood, marble, metal) might plav 
across the same bump map over time. 

Procedural textures are coniposed of 
geometric configurations that can be painted 
and animated on your 3-D objects. Although 
they render as quickly as bitmaps, unlike 
bitmapped textures, they take virtually no 
space. ALADDIN 40 comes \vith 36 proce- 
dural textures in place as "primitives," each of 
which can be edited in hundreds of ways. 
These are up to eight color textures whose 
dimensions can vary over time, whose colors 
can be changed, and whose edges can be set to 
a very fine "blend. " Ap3"0ccdural texture set to 
animate across a chromed object can make it 
look as if the object has an[)ther object reflected 
in its surface, or any one of hundreds of other 
effects. All of these effects are generated with 
the Attach Point (ATP) as their origin of effect. 




Since ATPs are repositionable, and since you 
can combine as many procedural textures on 
anv object as you would like, the creative 
options are limitless. The amount of (iir/i((/i'na' 
(random change) can also be set in a proce- 
dural application. 

Of course, .ALADDIN also handles map- 
ping any normal Amiga image (IFF, 24-bit, 
and DCTV) to any object. If you save these 
images as single frames numbered in consecu- 
tive order, \ou can also animate full anima- 
tions on an object, These animadons, of any 
Amiga flavor, may be of any size — another 
ALADDIN first! The images may be Projected 
from anv view (includinga Free .Angle projec- 
tion), Cvlinder Wrapped (for cans, etc.), 
Spherical Wrapped {for mapping textures to 
vour re\'olving "planets"), and /or shingled. 
You can oven stack different methods one on 
another, using the same image or animated 
frames. The images can be X or Y flipped, and 
can exhibit color and strength changes over 
time. 

Otie of the settings here is marked 2DENV, 
meaning two diniarsioual envirainiient. This is a 
completely editable setting that allows you to 
set the "skv" and "ground" colors, including 
the degree of blend involved. Obvioiislv, a 24- 
bit or DCTV output would give you smoother 
results than a standard IFF image. 

Reflection Mapping targeted at an 
ALADDIN 4D, 3D object is geared towards 
surfaces that are chromed, meaning that they 
reflect all light and are usually paiixled pure 
black; other colors will look like shiny plastic 
or other mctaJs. A Reflection map is projected 
from behind the viewer's head. Unlike 
bitmapping a texture, it remains steady in 
space as the object moves. For instance, 1 took 
a cloud picture from my Xapshot camera, digi- 
tized it, saved it as a 24-bit image, and Reflec- 
tion .Vlapped it on a chrome doughnut shape 
that was spinning in space. As the image 
turned, the cloudy sky was reflected on its 
shape perfectly. 

CiFNL normallv means GenLocking, 
which allows a video signal to show through 
an animation. In ALADDIN 4D, this genlock 
setting allows the bitmap textured poly to be 
invisible u'here it is touched bv color 0. Another 



way that ALADDIN utilizes color is in its 
DFC.-\L routine- Here too, the color of a 
bitmapped IFF disappears, allowing the im- 
age and /or colorof the object to show through. 
There is also an Opacity setting included 
that allows the user to simulate laced effects 
like those found in lacy curtains. As if that 
weren't enough, there is also an anti-aliasing 
mode that truly has to be seen to be believed. 
With this mode, you can zoom in to your 
heart's content on a BitMap, e\'eii down to a 
couple of pixels that fill the screen, and — hold 
on! — the jaggies will ail be smoothed! 

Ttie Attributes List 

Eventually,everything in ALADDIN will 
work with lists, as most of the options already 
do. This is great because it cuts down tre- 
niendouslv on the necessary learning curve 
connected with the software, and it adds mul- 
tiple timing levels toevery facet of theprogram. 
Lists can also be saved and recalled to be 
applied to other animations. ALADDIN 4D 
comes with several default lists as examples 
and experimental environments. 

One of the neivest and most magical 
features of the .Attributes List is the ability to 
create Background Polys. I'm SLire many Amiga 
animators have at one time wanted a 3-D 
object to interact ivith a background in their 
animation, e.g., perhaps ha\'ing a 3-D object 
passing through thebackgroimd or appearing 
from it. Up to now, there was no way to do this, 
except to ha\e the background painted to an 
intervening plane. But a truehackground takes 
its size from the screen size, not from the size 
of a plane, so i t remains t he same size no matter 
how "far" you get from it. .'ALADDIN 4D 
actually allows you to interact with a back- 
groimd picture. Intervening planes take on the 
image of the background, and can be used as 
opaque walls in vour animation, A 2-D 
wireframe drawing lying on a desk can sud- 
denly come to life as a 3-D animated object. 

ALADDIN 4D can create ray-traced 
shadou's, but rav tracing of anv sort adds time 
to rendering, A future upgrade will alter the 
way shadtiws are produced to get axvay from 
ray trachig. Bui now, shadows can respond to 
anv light source, and can be "received" by any 
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selected object. Multicolored iind iininiiited 
shadows can move across <in\' surfoco .is the 
lights themselves are set upon an animatiun 
path. 

What is a ga^ in ALADDIN 4D? A gas can 
be air, flame, stars, fog, clouds, or even a 
vaporous neo-solid that exists somewhere out 
in the cosmos. .No other computer graphics 
package creates gases, although u'hen other 
vendors see those created in ALADDI.N 4D, it 
won't take too long for them to emulate the 
process. When you see these gases in 24-bit 
(like on a FireCracker), you will agree (hat they 
are good enough for science fiction movie 
effects! These gaseous objects are created in a 
cubic space, a space that can be morphed over 
time. You haven't seen any thing on your Amiga 
until you watch as a multicolored sun spins in 
deep space, its corona shifting in response lo 
invisible forces. The density and color of the 
space can be modified over time, and the gas 
can take on the personalities of bitmaps pro- 
jected on the sides of the cube, including ani- 
mations! In fact, each face of thecubecan have 
a separate Attribute List. Have you ever seen a 
logo made of shifting flame or of fog? The anti- 
aliasing component of a gas, which affects 
obser\'ed screen resolution, can be so fine as to 
obliterate the jaggies in a 80 x 30 pixel bitmap! 

Animations in Virtual Space 

ALADDIN 4D 2.0 now includes Cam- 
era/Target operations, and the target may be 
written "targets," meaning multiple "look 
points." What does this mean to the Amiga 
animator? Well, picture a .VD scenario on your 
screen. There is a table next to a ivindow on the 
left side of a room, and a clock on thcrighl side 
whose moving hands are keeping track of 
time. Farther to the back is a TV screen playing 
a loop of one of vour favorite animated se- 
quences, Theroom is fairlylarge, so thai taking 
all of this in at one glance on one screen is 
impossible. So, in your animation design, you 
prioritize three iargets for a camera which 
moves on a path; the table, the clock, and the 
TV screen. After setting all of the needed op- 



tions (and checking to see that voit have a nice 
chunk of room on your hard drive), you rentier 
the animation. When it plavs back, vou (thu 
camera) float into the room and i«ik down at 
the table. Tlien your eyes pan right to take 
notice of the clock, after i^'hich you are brougiil 
close to the I'V .screen and witness the anima- 
tion playing on it. There are an infinite number 
ofaltored scenariosand dreamscapesthatcould 
utilize this ALADDIN 4D 2.0 feature well. I'm 
sure your mind is ablaze with a special one al 
this monienL 

Rendering 

D4DP 1,0 was the first Amiga rendering 
package to write directly to DCTV, and 
ALADDIN 4D remains the package that does 
it best. 1 1 writes both 3 and 4 bitplane images in 
either laced ornon-taced formats, I always use 
an 8 color (3 bitplane) laced option when ren- 
dering an animation. This is so because a 4 
bitplane animation (16 colors) will not run 
smoothly in a playback; I usually use Elec- 
tronic Art's DPainHV as the plavtiack testing 
software. I do use the 4 bitplane option, how- 
ever, when rendering a background picture. 
AL.ADDIN 4D 2.0 now also can wrap a DCTV 
image on a surface, as it will read it as xvell as 
write it. This is great news for IXT\' owners. 

Like its parent D4D-Pro, ALADDIN 4D 
also imports DEM (Digital Llevation Map) 
files from Natural Graphics' SLfncnfAuinuilnr. 
The fourth issue of their neivslettcr, 4D Pro 
Mirs/i'r, has a nice tutorial on how to "grov\'" 
mountains from a DEM structure. Since these 
scenery maps are just seen as another normal 
3-D object, they can also be targeted with all of 
the other fancv attributes and options the 
program offers. 

ALADDIN 4D 2.0 also writes and saves 
in 24-bit. Of important note here is that il 
addresses the Impulse FireCracker board di- 
rectly, allowing complete interacti\'e opera- 
tion \vith the riroCracker 24-bi! paint program 
as well, it renders \'ery fast to the FireCracker, 
and the displa\' is absolutely astounding. This 
software should boost the sales of the 




FireCracker once the message gets out. 
ALADDIN 4D also addresses the Resolver 
Hoard directlv. 

Conclusions 

Although this software can create any 
"hard-edged" object you can sculpt, its use 
was never meant (o be specificallv for "engi- 
neering types." This is stiftware that will intro- 
duce the .'\miga to the fine artist and animator. 
Its watchivord i^frcalivilu. Ever\-one that uses 
it can in^press one's own creative style, one's 
own unii.]ue signature, on the results of his or 
her efforts. This is the \-isual software that the 
-Amiga has been waiting for. Where it goes 
from here is anvone's guess. 

ALADDIN 4D is not a ray tracer (except 
for the present "shadow routines" that will he 
altered in the next release). That was a con- 
scious decision by Adspec because rav tracers 
are s/ore. AL.ADDIN 4D is anything but slow, 
rendering animation frames, which vou can 
observe being written in real time, in anvthing 
from 5 percent lo 50 percent of the time of anv 
other Amiga package, l-lowever, with a little 
study, you can make AL/XDDIN 4Ddoevery- 
thing that a rav tracer dcx.'s, and save lots of 
time in !he process. .A.L.ADDIN 4D is "second 
order intuitive," meaning vou need to do a 
little ivork before it becomes second nature. I 
would estimaietliat new users will need about 
two weeks of studv to master the processes \n 
ALADDIN 4D. Fxperienced (Dr,iw-4D Pro) 
users will need about fourda%s to feel at home. 

When the word really gets out about this 
software's capabilities, I say that it will have 
the same relationship to Amiga animation ware 
that DPaint has lo 2-D Amiga paint programs. 
It will be the one piece of Amiga animation 
software that everyone owns. It has a nearly 
infinite arrav of options: all of the necessary 
sculpting tools, animated gases, multi-map- 
ping features — procedural, texture, bump, 
environment, and more — single frame IFF 
animation mapping, caniera/ targe! capabil- 
ity, I'osiScript transport — fonts, structured 
drawings, and clip art — full object morphing, 
path-to-path animating, background-fore- 
ground-overla\- animation features, multi- 
timeline controls, cases, total DCTV and 
FireCracker support, "tinv" pre\iew screen 
a\ailable in anv mode (including DCTV), 
lightning-fast rendering, a quarterlv newslet- 
ter that is bulging with tutorials and a disk full 
of objects and other neat stutX a staff that is 
dedicated to ser\'icc for its Amiga customers, 
and a reasonable price! Master its processes, 
and create new and amazing Amiga worlds by 
being the first ALADDIN 4D in your neigh- 
borhood to rub the magic lamp. 

ALADDIN 4D (Draw-4D Pro 2.0) 

Adspec Programming 

467 Arch Street 

Salem, OH 44460 

(216)337-3325 

Inquiry #247 

Plctisc Wrilc to: 

R, S/m»»ms Mnrlicr 

c/o Amiiziii'i Ciwipiiliii'^ 

r.O. Box 2U0 

Full Rivci; MA 02722-2U0 
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The latest in tips, 
workarounds and upgrades 



JohnSteiner 



This month: 

—SCSI Device 

problems 
— PostScript 

for ProWrite 
— Updates to 

AmiGantt and 

STU 



In She July issue, 1 reported 
on a problem regarding the 
TcaduTf Toolkit program fromTTR 
De\'elopmen[. I recei\'ed a fax from 
TTR nnd a letter from Dr. Soper, 
the person who had the problem. 
Both noted that the problem had 
been corrected prior to my com- 
ments in the August Bug Bytes. In 
fact. Dr. Soper noted that Ms. Bar- 
bara Bulson of TTK look care of 
the problempersonally, Evidently 
she had been on extended leave, 
and was upset to learn the prob- 
lem had not been solved upon her 
return. She sent the repaired pro- 
gram by Federal Express, and it 
was recei\'ed on schedule. The new 
disks fixed both the class size 
problem and a problem with 
graphic printing. Dr. Sopor noted 
that there was no documentation 
of a new revision number on his 
update. 



company: Zardoz Software 
re: Customer Support 
source: mail 

Ken Boi writes with a com- 
plaint that he has contacted Zardoz 
Software on several occasions re- 
garding a bug lie reported to me in 
aprevious issue. Hewas motivated 
to write by our mention of another 
user's problem in contacting 
Zardoz in the July 1992 Bug Bytes, 
Ken's problem \vouid be fixed by 
a promised future upgrade, they 
told me at the time, and Ken wrote 
on severiil occasions asking them 
about a release date. He finally 
gave up, and let it go at that. In his 
letter, he wondered why Zardoz 
would answer my calls and ques- 
tions, when it appears they don't 
regularly do that for end users. 1 
called Zardoz and talked with 
Dorothy, the individual who an- 
swered the phone. 1 won't edito- 
rialize about Zardoz with regard 
to their technical support, but I'll 
printher response and let you come 
to your own conclusions, I read 
Ken's letter to her and asked her to 
comment. She told me that because 
of their move, they had mail 
problems and that she had just 
received Ken's last letter. She also 
commented that the update Ken 
asked for is done, and they are 
sending them out at no charge to 
those whocall and report problems 
with their current version. She 
made no excuses about Ken's 
comment that he had sent se\'eral 
letters and had received no reply, 
and only commented that the new 
\'ersion 1 . 1 A is now bei ng sh I pped. 
She noted that it fixed all knov\'n 
bugs in the earlier version. The 
program now supports GIF, HAM- 
E, and PCX format files as well as 
ll'F images. It is faster, and sup- 
ports a f>8040 based system. I am 
also a registered user of Iiim^c 



Fituh-r, and it'll be interesting to 
note if 1 get an update from Dor- 
othy by the time this issue goes to 
press. I'll keep you posted. 

Zardoz S*iffivarc 
12036NevadaCity Highway,Suile 

192 

Grass Valley, CA 95943 



product; PostScript interpreter/ 
PixelScript 
re: support 
source: moil 

Robert-CCN (only name 
given), Amiga editor for the Cali- 
fornia Computer News, sent along 
a comment by E-Mail regarding 
my mention in the August issue of 
a PostScript interpreter for the 
Amiga. He writes, "...A much 
much better choice would be the 
PD program POST, its latest ver- 
sion 1.7B. This lets you view PS 
files on the screen, save them as 
IFF, and print them to your Pref- 
erences printer. It is \'Cry nice, and 
though 1 use PrcPngc mostly with 
Compugraphics fonts and my 
Deskjet, this utility works great if 1 
get a PS file elsev%-here." 

Dennis Bicber of SunnjTale, 
CA, noted that the program 1 sug- 
gested, PixelScript, is no longer 
supported. He inquired into up- 
dating his version and was told by 
Pixelations that they no longer 
support the Amiga. He purchased 
StixonScri))! Prflfc^^ioniil, a Post- 
Script interpreter that installs as a 
new Amiga device. He doesn't 
have a recomnxcndation at this 
time as the package was missing 
the main program disk, and he is 
currently waiting for a replace- 
ment disk. 



product:SCSI mount 
re: slow-storting drives 
source: E-Mail 

Since the publication of my 
comments regarding the SCSI 
mount problems with slow-start- 
ing hard drives, 1 received a 
plethora of responses, many of 
which identified the same or 
similar solutions. Rinaldo 
Petterino provided the most com- 
prehensive description of possible 
solutions, so 1 include his com- 
ments along with thanks to those 
many readers who also provided 
similar information. 

He writes, "There are two PD 
programs that will easily solve 
you r problems. They are SCS/ Prefy 
and Liiti-SCSlMciuil." He pro- 
vided excerpts from the docu- 
mentation files 



SCSI Preferences for the Amiga 

3001) 

by Martin A. Blatter 

(l.ilatter@ifi.unizh.ch) 

This small program allows 
you to change the bits in th e .-Xmiga 
3000's battery backed up memory 
that control some parameters of 
the embedded SCS! host adapter. 
It requires AmigalX)S2.0or higher 
and an A3000. It won't run on an 
A2000. 

SCSI Prefs is Freely Distrib- 
utable Software. Put SCSI Prefs in 
your prefs directory. It offers the 
same lookand feel as the standard 
2.0 Preferences editors, so you'll 
immediatelv find yourself familiar 
with its user interface. 

LateSCSIMount - Copyright 1991, 
Sean Riddle, Riddle's Solutions 
AmvSource BBS - (405) 793-1097 
' LateSCSIMount was written 
to mount m\' SyQuest drive if no 
cartridge was in the drive when 1 
rebooted, or if the system hooted 
up before the SyQuest cartridge 
spun up. It works by scanning the 
SCSI units and mounting any 
partitions found thataren't already 
mounted. It mounts them using 
the parti tion information stored in 
the RigidDiskBlock area of the hard 
drive, so your controller must 
support Direct SCSI commands as 
well as the RDB standard. GVP, 
MicroBotics, and Commodore all 
support these, so it should work 
with these. You will have to check 
your hard drive's manual or tech- 
nical assistance to see if these are 
supported. You will also have to 
know the na meof yourSCSI dev ice 
(if it is not "scsi. device".) 

Or you might try SCSIMouirtvr 
which is also great for Removable 
Media. 

SCSI Mounter 2.0: Removable 
media partition mounter for 
Kickstarl 2.1) or higher. Most 
owners of removable media SCSI 
dri\'es are stuck with the problem 
that their software doesn't handle 
disk changes correctly. For ex- 
ample, the current Commodore 
implementation doesn't mount the 
partitions on a removable media 
SCSI drive (e.g., SyQuest or Ricoh) 
when there is no cartridge in the 
drive at boot time. 

Rinaldo also runs an 800- 
member BBS in Chicago called 
OMEGA, (312) 335-8714 on a USR 
Dual Standard. He also noted that 
the files listed abos'e are all avail- 
able on his BBS, but Portal should 
have them also. 
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I got SL'VLT.il letters fnim 
people vvlio meiitionod thot they 
were using Sciiii Kiddle's 
LateSCSIMount, so I gave him a 
c.ill. |-le noted that his program is 
freely distributable, and he offered 
to send me a copy. 1 have recei\'ed 
that copy, and it's been installed 
on my A3000 and executes almost 
immediately in my A3000startup- 
sequence. It v\'orks just like ad- 
vertised, and I haven't had to 
reboot my system to have it rec- 
ognize my Seagate drive since I 
installed it. If you cannot find iton 
one of the BBS systems or com- 
mercini sen-ices, you can send Sean 
S2.00 to co\-er the cost of the disk 
and postage.Scan'sphonenumber 
is (4t)5) 631.BYTn . 

FrankPapaeliouofPocatello, 
ID, noted that ho was able to solve 
his problem by simply mounting 
the second dri\e before accessing 
it. This solution worked for him on 
his A3(J0(JT. He placed the mount 
instruction after the binddri\ers 
and before the load wh commands. 
I tried Frank's solution on my 
system, butcould not make it work 
right. You might try it though, as it 
might work in your situation. 



product: low-level MFM for- 
matter 

re: acquiring program 
source: E-Mail 

li-Mail recei\-ed from Gar\' 
Ludwick on Compusen'e noted a 
request by Mr. Pete Guerin for a 
low-level MFM formatter. He 
writes, "[1] can't speak to its us- 
ability with the 2090 controller, 
but I do ha\'e a low-le\-el format 
program that works on such dri\es 
as Seagate 251, which I believe is 
MFM. The program name is 
"VV4021" which leads me to believe 
it might be for a Western Digital 
controller and 40MI5 drives.. .but 
not sure about thai. If Mr. Guerin 
wants to try itout, I'll either upload 
here or send him a disk." (t is my 
policy not to publish addresses of 
readers in the column, so if vou 
want his E-Mail address, Mr. 
Guerin, drop me a note and I'll 
pass it along to you. 



product: ATonce 

re: revision 4, 1 motherboards 

source: reader 

I received a fax from Jerr\- 
Moore of South Carolina. He 
conimented on Robert Calka's 
problem with the ATonce. He 
noted that there is a problem ivith 
some, but not all, revision 4.1 



motherboards and ATonce. He 
recommends upgrading it to re- 
vision A.5 and further commented 
that he does not need to have his 
Commodore service agencv re- 
place the motherboard to do that. 
He said Commodore had a Tech 
Topics publication that described 
the p rt>cess for updating tha t board 
in the field. 



product: ProWrite 
re: Level 11 PostScript support for 
Apple LaserWriter lit printer 
source: mail 

Rudy Kohut of Victoria, 
Australia, wrote regardinga prob- 
lem he was ha\'ing with PivWrilc 
and his Apple LaserWriter Ilf 
PostScript printer. I-(e was having 
p roblems getting a repl y from New 
Horizons, and wondered why as 
he normally has been impressed 
with Neu' Horizon's prompt sup- 
port. He went on to ask me if I 
knew of any solutions. I sent Mark 
Thomas of New Horizons a fax 
regarding Kudy'sproblem, and he 
commented that he didn't under- 
stand wh\- there would be no re- 
sponse to h is letters. He a Iso repl ied 
that "We did not ha\-e access to a 
Level II PostScript printer when 
developing ProWrile 3.2, but we 
did add support for I,o\'el II Post- 
Script. The lack of testing has left a 
bug in our PostScript Prep file in 
versions 3.2, 3.2.1, and 3.2.2 of 
ProWrite. This bug was subse- 
quently fixed in the 3.2.3 and 3.2.4 
releases. Rudy can update to 
ProWrite 3.2.4 by sending the 
FrogramdiskandSIOU.S.Wewill 
send out the new version." He also 
noted that there is a quick fi.\ if 
Rudy wants to edit the PostScript 
Prep file. First, kvid the PostScript 
Prep file into a text editor or 
ProWrite, then search for the ivord 
" /systemd ict". Remove the " / " so 
that the word "systemdict" starts 
the line. If you have a text editor 
that lets you jump to .1 specific line, 
the bug is on line 100. The address 
to send the update request is 

New Horizons Software, Inc. 

Attn: ProWrite Update 

P.O. Ilox 164260 

Austin, TX 78716 

USA 

(312) 328-6650 

FAX (512) 328-1925 



product: CBM 1082 monitor 
re: display quality 
source: mail 

Douglas Thain of Madison, 
Wl, writes with a hint that will 
allow you to get better quality oul 
of an i l).S2 monitor when connected 
to an .Amiga with an A520 video 
adapter. The 1082 monitor has a 
separate luma/chroma modeand 
any monitor with separate luma/ 
chroma connections will work 
with this trick. Connect the 
monochromeoutput from the jack 
at the back of the .Amiga to the 
lumajack, and thecolor composite 
output from the .A520 to the 
chroma jack. There will still be a 
small amount of color blooding, 
but the picture is a vast improve- 
ment over a standard composite 
display. He goes on to comment 
that if you are working regularly 
with broadcast \-ideo, you only 
need the 1082 for both the video 
and .'\miga screen outputs. 



product: PLAYFIELDI nevi/sjetter 
re: mail trouble 
source: moil 

Ryan Scott, Editor of the 
PLAYFIELD! newsletter, wrote to 
note that due to a misunderstand- 
ing at the Post Office, several 
people who wrote had Iheir mail 
returned. The problem has been 
resohed, and if vou had vour let- 
ter retu rned, or vou wish to con tact 
Ryan, you may write to: 

PLAYI-lfiLD! 

5180 N.F. 6th Ave 

#624 

Ft. Lauderdale, FL 33334 

(305) 491-9770 



product: AmiGontt 
re: update 
source: E-Mail 

In E-Mail, I received a letter 
from Donald R, Tolson, the author 
of AmiCantt project managenient 
software for the Amiga. He writes 
that there is a new version of 
AmiCantt ^.02.00— which has 
been uploaded to CompuSer\'e. It 
repairs a lot of the problems with 
4.00.00, especially the bug he re- 
ferred to as "the dreaded black 
screen syndrome." There are also 
a number of enhancements that 
have been added. He noted that 
registered users interested in get- 
ting a copy of the source can con- 
tact him either by mail, or through 
CompuSen'e ©71310, 2165. 



product: STU 
re: upgrade 
source: E-Mail 

Also in E-Mail, Tony Preston 
of Custom Services in 
Moorestown, NJ, writes to an- 
nounce a free upgrade to STU, the 
Amiga Diagnostic software. STU 
is a diagnostic for memorv and 
diskdri\'es which doesa complete 
system test. All available memorv 
is tested, and STU u'ill test any 
memory ordiskdrivc Amiga DOS 
can u.se. Upgradesareavailableon 
a BBS that registered users of STU 
may call, To make this scr\'ice 
available, you must login as new, 
and send mail to the sysop stating 
your registration ruimber. When 
you call, hit return a couple of 
times and then "L" to start the 
login process. Updates to STU, the 
documentation, and technical 
support are available to registered 
users only. Owners of STU who do 
not ha\'e a modem or do not wish 
to call, may send in their original 
disk to upgrade to version 6.8. If 
this is their first upgrade, they will 
recei\ e it for free. Users of \-ersions 
earlier than version 6.0 must pay a 
SIO upgrade fee. Users sending in 
their disks should also enclose S3 
for shipping and handling. Tony 
also noted that he is working on 
version 7, which inchides diag- 
nostics for the custom chip set. 
That update is expected to be 
available in January 1993. 

Custom Services 
P. O. Box 254 
Moorestown, NJ 08057 
(609) 654-7659 
BBS (609) 953-8159. 



If you have any 

workarounds or bugs to report, 
or if you know of any upgrades 
to commercial soft\vare, vou 
may notify me by vvriting to: 

John Sleiner 

c/o Amazing Computing 

Box 2140 

Fall Ri\'er, MA 02722 

...or leave EMail to John 
Steineron Portal 73075,1735 on 
CompuSer\e; Internet mail can 
be sent to 
John_Stcincr®cup.porta!.com 

Fax John Steiner at 
(701) 280-0764 
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cli directory 




The CLI and Shareware 



Commercial software is expensive. That's not to say that such software is 
overpriced, although certainly there are items that are priced too high. 
Depending on the program you need or want, you could end up spending 
hundreds of dollars for a program contained on a single diskette. There are 
alternatives to spending large sums on commercial software, though. 



Freely redistributable sofhvare can be acquired from a number 
of sources — from magazines, such as the Fred Fish collection in 
Amazing Conipuling; from computer user groups, and from 
electronic bulletin boards, to name just a few. Such software can be 
either free or very low in cost. In most cases, the author has 
copyrighted the program, and the program includes the copyright 
notice. Such software is referred to as shareware. The user is 
allowed to try the program first to see if it is something that he or 
she might want to use. If the program is found to he useful, then the 
user is expected to send in payment. A specific payment is some- 
times suggested in the documentation, but at other times the user is 
asked to simply send in what he or she figures the program is 
worth. 

Another type of freely redistributable software is freeware. 
Like shareware, freeware is usually copyrighted. Unlike shareware, 
though, freeware is given freely, and no payment is requested or 
expected. 

Still, another category of freeiy redistributable software is that 
which has been placed in the public domain. The author has 
surrendered his or her rights to such software. Thus, the software 
belongs to the public, so to speak, and no payment is necessary. 

In dealing with freely redistributabie software, there are 
several things to remember. All files, including documentation, 
should be kept intact and passed along. In fact, several software 
programs state this as a condition of their being redistributable. In 



the case of shareware, remember that software authors spend 
considerable time and effort creating these programs. They should, 
therefore, be compensated for their labors. Although it may be 
tempting to neglect sending in payment, remember that if most 
people were to do so, these authors would ha\'e little, if any, 
incentive for continuing to produce such programs. Finally, such 
software cannot be resold for profit. There are situations where it is 
legal to reproduce such software for cost, but no profit is to be 
realized. 

For matters of simplicity, for the remainder of this article, I will 
refer to all freely redistributable software as shareware, because the 
majority of such software falls into this category. 

Regardless of how you obtain a shareware program, being 
familiar with AmigaDOS can help you considerably. This Is 
especially true if you obtain individual programs rather than a disk 
full, as you probably would when accessing a computerized buUelin 
board. 

Most shareware these days is accompanied by a documentation 
file of some sort. To learn what a program is for and how to operate 
it, you need to read this documentation. If you have obtained a 
collection of programs on a single disk, this ma\' not be any 
problem, for often such collections are programmed so that you can 
simply click on documentation files from the Workbench. Thus, you 
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do not even have to access (he CLI. In most other situations, tliough, 
you Vi'ill need to use AmigaCX3S. 

Documentation files are normally easily identified by their 
".doc" suffix. To read such a file from the CLI, you will need to use 
either ED, the Workbench's text editor, or TYPE. For reading 
purposes only, TYPE is faster than ED. 

As with all AmigaDOS commands, to learn liinv to use the 
TYPE cornmand, you should examine its template and format. I'll 
leave that for you to do on your own, as this procedure has been 
thoroughly covered in previous articles. For simply viewing a file, 
just enter the word T^'PE, followed by the name of the file you wish 
to view. Of course, be sure to include the proper path if the file is 
not in the current directory. Below is an example: 



TYPE PROGIUH.riOC <BETDRN> 



For those of you with only one drive, you may wish to refer to mv 
article in the January issue to discover how to create a RAM disk to 
hoid TYPE and other AmigaDOS commands so that you can inspect 
other disks without a lot of disk swapping. 



There are many other text file viewers in the shareware market 
as well. Some of the more well-known ones are Less, MudiMore, 
PPMorc, and PRcadcr. Any of these will make it quite simple to view 
document files that accompany many shareware programs. 
However, not ail of Ihem have the ability' to print such files, so you 
may have to revert to using T>'PE in such instances. For some 
programs, it is convenient to have a hard copy of the instructions 
available. 

Some documentation files contain a great deal of information 
that is not absolutely necessary for operating a program. Sometimes, 
I like to delete this material from a copy of the document so that 1 
can print out a hard copy containing only the information 1 need for 
using a program. In such cases, I often use ED or another text editor 
to delete any material that 1 do not want. Then 1 can print the 
document using TV'PE or the text editor, if it has such an option. 

Another type of program necessary for use with shareware 
programs is an archiving or compression program. This is especially 
true for programs that are uploaded and downloaded via electronic 
bulletin boards, but it is also true of many shareware disks that \'ou 
order or recei\-e in magazines. Some programs are stored on bulletin 
boards and diskettes using archiving programs in order to sa\'e 
space. For example, on a recent diskette I recei\'ed from AC's TECH, 
all of the programs were archived, thereby enabling the diskette to 



Some archiving programs, like LHarc, do an excellent job 
of compressing a great deal of data in a small space. 



After you execute the above command, the contents of the 
documentation file will quickly scroll up your monitor. To stop 
scrolling temporarily, hit the spacebar.To resume scrolling, you 
have three options; you can hit either the backspace key, the return 
key, or a combination of the control key and the "X" key. 

It is not possible to manipulate the text in the file using the 
TYPE command. To alter the file, you would have to use a word 
processor or a text editor. You can print a copy of the document, 
though, by using the TYPE command. To do so, simply type the 
following: 



•ms I>R0ORA«.tx3C TO PBT: 



Newer versions of AmigaDOS have included MORE on the 
Workbench disk. This is a much more versatile command for 
viewing text files than TYPE. You use it much the same way as you 
do TYPE; that is, you type MORE followed by the name of the file 
you wish to view. Once the file opens via the MORE screen, you will 
have no trouble whatsoever discovering how to use this simple text 
viewer. It is very user friendly and can be operated via the mouse. 
Older versions of Amiga IX>5 do not have this command, although 
it has been a common feature on Fred Fish disks and bulletin boards 
for some time now. 



contain more data than it normally could. An archiving program is 
one that can compress the data. In order to use such a program, it is 
necessary for the user to decompress it. There are a couple of 
shareware programs on the market that are able to use an archived 
program in its compressed form, so to speak, but the vast majority 
must be decompressed first. 

The two oldest archiving programs that I know of for the 
Amiga community are ARC and ZOO. For anyone using BBSs and 
shareware, it is best to include these two programs in the 'c' 
director)' of your bootdisk. There are many other archiving 
programs that have popped up recently, and you can usually find 
one or two in the latest additions to the Fred Fish collection; the 
most popular of the new ones seems to be LHARC. it is easy to 
identify which archiving program has been used to compress data, 
for the name applied to the program will contain a readily identifi- 
able suffix. For example, a program compressed using ZOO would 
end with ",ZOO," and one compressed using ARC would end with 
".ARC," 

Archiving programs vary in their efficiency. Some, like 
LHARC, do an excellent job of compressing a great deal of data in a 
small space. Stjmetimes compression efficiency is provided at the 
cost of speed, and such programs can require a considerable amount 
of time to compress data. Others don't do as good a job of compress- 
ing, but they are faster. Some programs have a great many options, 
such as allowing you to list files that are compressed and their 
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respective sizes, while others w'M only allou- you (o compress and 
decompress programs. For the novice user, the two most important 
functions, though, are compressing and decompressing. 

With most archi\ing programs, the user must operate from the 
command hne. As with other AmigaEXDS commands, you start with 
the name of the command first. Following this, you instruct the 
program as to whether you are going to compress ("add" in archive 
language) or decompress ("extract"). You then indicate the file you 
wish to work on. Thus, a command might look something like this if 
you are using ZOO: 



zoo E FILE. ZOO <HETDEH> 



In this example, the "E" stands for "extract." Thus, "FILE.ZOO" is a 
file which has been compressed and needs to be decompressed in 
order to be used. 

Perhaps, though, I'm getttng a bit ahead of myself. Before 
actually executiiig the command, you should create a directory to 
hold the contents of the file, for it will probably contain the program 
itself, a documentation file, and possibly se\'oral files, such as the 
source code of an icon. By creating a directory, all of the files can bo 
stored ncativ rather than scattered about the root directory of a disk. 
Once the directory is created, you should then CD to tliat directory. 
This means you will have to use the complete path name for the 
archived file in the command line. 

To compress a collection of files into one file, you should collect 
all of them into a single directory. Then CD to the directory where 
you want the archived file placed. After this is done, you are ready 
to execute the follo'iving command: 
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In case you have trouble with these archive programs, you can 
simply call up their templates and formats in the normal fashion, as 
with most AmigaDOS commands. 

Those of you %vith a single drive system will find using archival 
systems rather difficult, but it is certainly possible. The best 
approach is to make all of the necessary commands resident in vour 
RAM disk and then operate from there. For tilder systems, refer to 
my Januar)- article for creating a RAM disk; for newer \-er.sions, 
there is a letter in "Feedback" in the March issue that mav help. 

Once you unpack programs that you get via a bulletin board or 
other source, I would suggest that you run the programs from the 
CLl. To do so, just use the RUN command followed by the 
program's name. It is possible to just type in the name of the 
program on the command Une and then hit return, but b\' using the 
RUN command, the CLI window vou are working from docs not 
revert control. With some shareware programs, things go haywire 
from time to time and the computer will freeze up. If you had not 
used the RUN command, you might have to give your computer a 
warm boot to continue. When using the RUN command, you sliould 
be able to return to the CLI window and continue. 

If you ii\e in a city large enough to have an Amiga bulletin 
board, or a general bulletin board that has an Amiga section, you 
have a great source for some very good software at a very reason- 



able cost. Of course, the first things you need are a communication 
program and a modem. Once you master these and get online with a 
UBS, you can then start downloading programs to build up your 
library. If you do not already ha\'e a decompression program, this 
should be the first program you download. From there, you can 
download and start collecting some useful software. To get an idea 
of such programs, browse through the Fred Fish Collection at the 
back of this magazine. You will see there a variet)' of programs 
ranging from word processors to games to utility programs. Alt of 
them can be yours if you know how to use AmigaDOS. 
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miga 600 Unchained 
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The Amiga 600 is a compact 
,ge of Amiga computability now 
^^^^^ ited States. While 
^ ^^||Hk||^try-level 

^^^^^^^o is looking for 
a first I^Hh-quality 

second wSi _ "dore may have 

produced the perTect computer for a 
unique open market. The sleek lines 

rty substance of the Amiga 600 
place it snTBBlllipiigJjweentlie highly 
lucrative markets of bot^cS^»«ii 
based game machines and home/ 
business computers. 

The Amiga 600 is small enough to 
fit on a student's desk, but powerful 
enough to run some of the most 
^ted Amiga softwa 

personal size makes it 
more^^^MRVe than its fore 







Inside the Amiga 600 
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Amiga Technology-Smaller Is Better 

Advanced technology is incorporated by Commodore in the 

design of the new Amiga 600^ 

Top: The small 40 Mb hard drive as well as the slant mounted 3.5" 

floppy drive and the extra shielding allow the Amiga 600 to pack 

more computer in a smaller package. 

Center: The Amiga 600 motherboard provides connections to 

ports, drives, and expansion in almost every direction. The A601 

memory upgrade card is inserted in the small area beneath the 

shielding in the lower right corner of the board. 

Bottom: The new surface-mount technology is designed to lower 

cost of manufacturing and increase product dependability. The 

only device with a dip-style design on the new motherboard is 

the ROM. The ROM is designed to be easily upgradeable. 



tho Amign 500. Discnrding Lhu A500's Inrgo 
case and separate numeric keypad, the de- 
signers of the A600 have opted for an inte- 
grated keyboard design reminiscent of the 
early home computers. 

This aesthetic change lias meant the loss 
of the use of special Hot Keys to some pro- 
grams, but the end result is a small, less 
imposing design for Commodore'sentry-level 
Amiga. The smaller case will not only be 
more appealing to home users, but the added 
flexibility of an internal hard drive and a 
small case will make the Amigd 600HD an 
asset to anyone who requires Amiga presen- 
tation power in a more mobile format. 

Initial pricing for the two units places 
them on the high side of this market strategy. 
The Amiga 600 will have a Manufacturer's 
Suggested Retail Price of $499.q9. The Amiga 
600HD will be listed at 6749.99. Both ma- 
chines will initially come with an assortment 
of software packages to get the new user 
going (please see the side bar on this page). 

Evolution instead of Revolution 

The Amiga fiOO is an example of the 
continued effort to increase the sophistica- 
tion of a design rather than the sporadic at- 
tetrpttocompletely redesign a product. V\Tiile 
there are many innovations in the Amiga 
fitWs design, there is ^■ery little that is neiv to 
the Amiga. Tliis will disturb some Amiga 
users who have been patiently (or not) wait- 
ing for a redesign of the disk drive and graph- 
ics display, as well as other aspects of the 
current system. 



Free 

Amiga 

Software! 




I-or a limited time. Commodore is offering 
the Amiga 600 and the .-^miga fiOOHD with 
special soft\\'are bonus packages. With one 
machine aimed at the entertainment market 
and t!ie other at the entry-level multimedia 
consumer, the free software varies between 
each .^miga. 

The Amiga 600 will come with the games 
Robocap 3 by Ocean, Shadow of Ike Beast .5 by 
Psygnosis, and Myth by System 3. Domark's 
MicioTcxt, an Amiga vvordprocessor, and 
Criijiliii- Workshop, a paint program, will be 
included in both Amiga 600's. 

The Amiga 600HD will include the two 
Domark application programs plus thepuzzle 
PufhOivr by Ocean and l'/r/iifl( RetiUh/ Studio 
2 by Domark. Virtual Reality Studio 2 is a 
basic 3-D design packages that utilizes menu 
screens and real-time imaging to create basic 
3-D graphics and animations. 
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Instead, Commodore has opted to de- 
crease the size and improve the board design. 
Surface-mount technology has offered Com- 
modore the answer to both needs. With the 
exception of the ROM, all circuitry is soldered 
to the motherboard. While this makes updat- 
ing chips a more complicated process, it does 
keep the components firmly seated on the 
board and decreases a major cause of failure 
on consumer machines — dislodged chips. 

The Amiga 600's ROM is still in DIP 
circuitry. This allows quick updating to the 
new operating systems as they become avail- 
able. However, all other chip style upgrades 
must be performed by either exchanging the 
motherboard or, if possible, utilizing the 
memory card area. 

Like the Amiga 500, the A600's RAM can 
be increased with the installation of an op- 
tional memory card. The current configura- 
tions would allow the base 1MB Amiga 600 to 
be expanded to 2MB of on -board RAM using 
the A601 memory expansion card from Com- 
modore. Although the memor)' expansion 
should be as high as the 9MB available on the 
Amiga 500 (and some sources say that this is 
possible). Commodore reports only the 2MB 
memory expansion limitation. 

The Amiga 600 contains the standard 
composite video and RGB video ports; how- 
ever, it also has a built-in RF modulator for 
connection toa standard television. This vari- 
ety of output makes the Amiga 600 just as 
useful in the boardroom as in the living room. 

Basic Features 

Tlie standard Amiga 600 contains an 
880K formatted 3.5" floppy disk drive and the 
new standard AmigaDOS 2.05 operating sys- 
tem. It has a programmable parallel port as 
well as a programmable serial port with a 
31,250 rate. As in all previous Amiga models, 
there are two control ports for mouse/joy- 
stick, graphics tablet, or lightpen. Stereo au- 
dio and both RGB analog/TTl or color com- 
posite video round out the list of standards 
Commodore's latest Amiga entry carries. 

The Amiga 6(X)HD is the same as the 
Amiga 600 except that Commodore U.S.A. 
has added a 40MB hard drive (European 
models sported only a 20MB drive) . This was 
made necessary by the demands of the less 
game/ more productivity driven U.S. market. 
It is important to note that Commodore was 
not only aware of the need, but supplied an 
answer. 

One major aspect that was carried from 
the Amiga 500 design to the Amiga 600 is the 
power supply. The brick is still with us. Com- 
modore has not only not changed the out- 
ward appearance of the bulky de\'ice, but the 
power switch remains on the external power 
supply. 

While this makes some sense in length- 
ening the life of the power supply, it still 
makes it cumbersome to cold boot during a 
session by climbing under the desk to switch 
the power supply off and on. A switch incor- 
porated in the base of the Amiga 600 to inter- 
rupt the power supply would have been a 
nice feature. 




The Amiga 600 places the mouse/ 
joystick ports on the same side as the 
3.5 " drive slot(left) while the left side 
port (above) is used for the new 
PCMCIA smart card. 



Amiga 600 Rear Ports 
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A New Slot! 

The expansion slot available on the side 
of the .Amiga 500 has been replaced with a 
connector for the PCMCIA standard. This is 
the standard for credit-card-sized devices 
available for memory upgrades, battery 
backed storage cards, program cartridges, 
and even devices such as modems. The slot 
on the Amiga 600 will allow de\'elopers to 
createsotti%'arethatis — almost — pirate-proof. 

There is even the possibility of compat- 
ibility with CDTV applications. However, the 
original A570 CDTV expansion for the Amiga 
500 will not work on the current Amiga 600. 
As of yet. Commodore has made no announce- 
ment concerning a CDTV expansion device 
for the Amiga 600. 

This also means that the wealth of Amiga 
500 expansion hardware will not work on this 
new system. This will cause some developers 
major problems. 

When the Amiga 500 was introduced, it 
was disco\'ered that the expansion port was 
directly opposite of the older Amiga 1000. 
Developers were able to quickly adapt for the 
change by reversing their ports for the Amiga 
500 peripherals. With the chaivge in the Amiga 
600, hardware developers will need to apply 
a little more effort to create peripheral prod- 
ucts. 

Fortunately, the Amiga developer com- 
munity has been gifted by a remarkable 
amount of development for the Amiga 500. 
This market is important to these companies. 
It would not be surprising to see some hard- 
ware expansion dev ices created for the Am iga 
600 on the market by Christmas. 

The lack of an expansion card slot will 
not affect the large assortment of peripherals 
(and dongle-required programs) that utilize 
the serial or parallel ports. 



What Con We Expect? 

Commodore remains tight-lipped on any 
other improvements planned for the Amiga 
line. Their development in the past has been 
to introduce newer designs in the foreign 
marketplace rather than in the Uruted States. 
With the Amiga 600HD, the North American 
consumer has enjoyed the fruits of this mar- 
ket beta testing by the increased hard drive 
size. 

The pictures and specifications noted 
above were a\'ailab!e from Commodore with 
the warning that the actual product may 
change by the time it is shipped. However, 
there is no real reason to believe CBM will 
make any radical changes to a design they 
have been marketing in Europe for the past 
several months. 

The Amiga 600 incorporates enough 
minor changes in design and corrections in 
problems to make it a noteworthy addition to 
the Amiga line. For many Amiga 500 users, 
the changes will appear minor and even (e.g., 
the deletion of the expansion slot) unneces- 
sary. More users may feel that a high capacity 
disk drive, improved graphics resolution, and 
a faster processor would have been necessary 
improvements. 

It is apparent that Commodore wanted 
to maintain as much software compatibility 
as possible Nvith this design. While there have 
been some software incompatibilities re- 
ported, the majority of properly written soft- 
ware should run effectively on the Amiga 
600. 

The Amiga 600 is an Amiga Warrior that 
offers an enormous opportunit}' to Amiga 
computi ng and the consumer market. 1 ts size, 
design, and wealth of software titles make it 
an extremely acceptable alternative to the 
latest cartidge-style game machines. 

•AC- 
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Gain ' Fishin 



Q 



£i... 



Fred, when did you first become iiUcrestcd 
in till' Amiga computer? 



Every computer syslt'iii hns grown up 
with .1 body of professioniilly designed, 
non-commercial sofUvare .n'.iiljble either 
for free in the public doniiiin or for a small 
price as shareivarc. The Amiga is no 
exception. Almost from the beginning when 
there was hardlj' any software at all, 
dedicated programmers liegan Introducing 
these programs, But unlike other platforms, 
the Amiga appears to have developed a 
dedicated and structured premiere 
distrilnilion network for these programs in 
the forin of the (lOtl-plu.s disk Fred Fish 
Library. 

For years, Fred Fish has been the dc 
facto keeper of the best of the ptublic domain 
programs. Copies of his disks probably 
number in the millions and can be found all 
o\'er the world , 1 have long wondered 
exactly who he is and why he was doing 
tltis. Not long ago, 1 had the opportunity to 
sit down with him at his home in Tcmpe, 
Arizona, a suburb of Phoenix. In real life, 
Fred is a software consultant ^vho works 
primarilv on UNIX debuggers. What 
follow.s is the essence of the revealing 
inter\'iew with a person to whom I'm 
certain we all owe a debt of gratitude. 



11 first started hearing about the Amiga 
• in 1985 — about six months before it 
actually appeared in the stores. I read a lot 
of articles about it and when I finally saw a 
demo of it firsthand, I thought it was a neat 
toy. I pulled out my plastic, said "charge 
it," and for the next couple of days, 1 called 
in sick so i could stay home and play with 
my new computer. 



Q 



How did tlic Fred Fiilt Ubnny come 
nhoiil? 



IWhen I bought my Amiga, there was 
• virtually no commercial software 
available, and I really wanted to run some 
other programs that 1 had source code for. 1 
managed to find a C compiler, took it 
home, and started playing with it. i had to 
experiment with it because it didn't come 
with any instructions. When 1 got II 
working, 1 ported over some public domain 
shareware 1 had on my U.MIX system and 
started putting together a little tool set for 
me to use. I really wasn't thinking about 
making a library at the time. After all, I 
thought that if 1 was doing it, other people 
must be doing it too. A little later, I decided 
to put all my programs together on some 
disks and give them away. At the same 
time 1 heard about a user group in Palo 
.Alto which, by the way, ivns the \'ery first 
Amiga user group. So I took my disks and 



drove down there. After the meeting 1 
announced thai I had these disks, and told 
everv'one that they could copy them if they 
wanted. Well, they went nuts! After the 
meeting, everyone was busy copying my 
disks. After that, it became a tradition that 
whenever I went to a meeting, I'd bring 
more disks, and it escalated from there. My 
goal in the beginning was to make onlv a 
few disks a month because 1 spent a lot 
more time on each disk then than I do now. 



Q 



Hozv do \fOU ^ct \iour firograms ? 



A When 1 first started the library, I 
^ • actually had to go out and track down 
programs. I'd look on bulletin boards and 
tr)' to find people ivho were willing to 
release Iheir code. All thai changed after the 
first 50 or 100 disks, and then people started 
sending me submissions. Within the last 
year or so, it's reached the point v%'here 1 
hardly ever bother trying to download from 
other places, such as BBSs, because I receive 
about 60 to 100 submissions each month — 
and I hardly have time to go through those. 
I guess that about only half of what 1 get in 
the mail actually makes it on to one of my 
disks. 



Q 



How much time do you spend on your 
I library? 



4 1 probably spend on the average of 
• three or four hours a week organizing 
the new disks, and another 10 or 15 hours 
answering questions and shipping the disks 
to subscribers. 



Q 



How mtuiy iubscribers do yoti have? 



A At any one lime it averages only >ibout 
M. • 75, but 1 would imagine that there are 
probably 50,000 or 1 00,000 copies of each of 
my disks somewhere in the world. Thev 
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seem to be pretty popular, particularly now 
that thev are available on CD-ROM. 



Q 



How do [/inifcc! ahiHit the qmilili/ of the 
• programs in your lihiviy? 



1 There are certainly a large number of 
• programs availablf on my disks that 
are close to or are of irommercial quality. In 
fact, in sonrve cases, they even exceed the 
quality available in commercial packages. I 
know there are many Amiga users ivho 
don't have any commercial software at all, 
and just u.se freely distributable sciftware, 
whether it's from my library or from other 
sources. There is an enormous amount of 
[public domain] software available and I try 
to place only high quality software in my 
library. 



Q 



Couldn't i/ou ijwken ht of money doiiig 
• this coimnercially? 



A If I wanted to him it into a business, 1 
^ • could have retained a compilation 
copyright on the entire library. Then 
nobody else could have distributed the 
disks except tor me. But if I had done that, I 
don't think my library would have grown 
as big and become as popular as it has. I 
know for a fact that there are people who 
commercially distribute hundreds of 
thousands of my disks, but that doesn't 
bother me at all. I didn't start this off to be a 
business — I just felt it would be something 
useful for the whole Amiga community. 



Q 



Are there nmj particular people i/oii'ci like 
• to Sliimk? 



Il'd just like to acknowledge the hard 
• work of everyone who has gone to the 
trouble of writing freely distributable 
software for my disks. Without their efforts 
there wouldn't be any library, as 1 certainly 
couldn't ha\'e written all this software by 
myself. So, in a very real sense, I'm more 
like a caretaker. Without the help of the 



user community — their collective efforts — 
the library simply ivouldn't exist. There- 
fore, 1 would just like to express my 
appreciation to everybody who submitted 
material or who will submit material in the 
future. 



Q 



Are you getting tired of doing tSiif? 



A .At times, I do, but it's primarily a 
M. • hobby for me. I really enjoy the time 1 
spend doing it because it means I'm not 
doing something else. Sometimes my other 
work is pretty stressful, and this is not as 
demanding. It's kind of grunge work. I just 
sit down and do it and can do something 
else, like watch TV, at the same time. 



Q 



Wlieu ilo 1/1) i( lluul< thnt i/ou'll distribute 
difk number lUOU? 



4 It's been fi\'o years since I started and 
• there are now about 600 disks. So, 
probably in about three years, since I've 



been distributing 10 to 20 disks each month. 
I never expected it to reach 50; and then 1 
never expected it to reach 100 — or even 200. 
It seems like every year what I foresee as 
the upper limit keeps getting higher and 
higher. Who knows where it will end? 



With liny luck at nil, Fred Fish and his 
librnrij mill probably outlive ttie Amiga. — SK 

Where to Go Flshin' 

You can order the Fred Fish Library on 
3.5" diskettes directly from: 

Fred Fish 

1835 E. Belmont Drive 

Tempe, AZ 85284 

Amazing Computing also offers the complete 
line of Fred Fish disks. Sec an up-to-date 
index of Fred Fish disks on pages 94 and 95 
of this issue or consult AG's GUIDE for a 
listing of the entire collection. 

•AC* 
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GAME €REATIOI\ WITH 

AMOS 



Inside every computer gamer lurks a frustrated author. You 
may be blasting aliens left and right in the latest hot arcade game, or 
wandering dungeon level 20 in search of Foo/.le, the Mad Wizard in 
the newest role-playing fantasy ad\'enture, and vou say to yourself, 
"I can design a better game than this. I would ha\'e the interface 
look this way, and the monsters would be smarter, and the puzzles 
would be harder, etc." Unfortunalely, for those of us who have 
never progressed past programming in BASIC or beginning C, 
converting our great ideas into computer code has been too 
daunting a task. This is no longer true. With the arrival of AMOS 
from Europress Software Ltd., our ideas can become reality. AMOS 
is a programming language that utilizes syntax and program 
structures similar to BASIC, but AMOS is as much an improvement 
over AmigaBASlC as the Amiga was o\'er the C-64. 



images which cannot be reproduced in a magazine listing. Instead of 

loading a sprite image file, we draw a series of arro\vs onto the 
screen and save them as Bobs using the GET BOIJ command. To 
achie\'e an animation effect, we dra^v four slightlv different arrows 
pointing to the right, and four arrows pointing down, for a total of 
eight Bobs. What about the left and up arrows? They will be taken 
care of later in the program, Ai^ter drawing some boxes on the 
screen, we define some Screen Zones. AMOS allows you to create 
rectangular detection zones (as many as vou want), so it becomes 
very easy to determine if a Bob or Sprite or the Mouse has entered 
an important part of the screen. 

Next, we set up the double buffer system. AMOS allows for 
some flexibilitii' in handling the double buffering. Synchronizing 
drawing operations on the screen, opening and closing windows. 



AMOS is billed as "The Creator," ancl games creation is 

what it does best. 



AMOS, with its over 500 commands, contains many features 
that should have been supported in AmigaBASlC but weren't, such 
as IFF save and load commands, sub-menus, and many graphics- 
handling capabilities. Can you believe setting up double-buffered 
screens, or dual-play field mode with a single command? AMOS is 
billed as "The Creator," and game creation is what it does best. I 
wanted to create a graphic adventure game in the style of the 
"Quest" series by Sierra On-Line. Tliese games use a graphic 
interface consisting of a full screen display of a location which the 
character figure navigates using the mouse or cursor keys. A dialog 
window opens at appropriate times to gi\'e text descriptions of 
objects and events. Additional commands are typed in and appear 
in a command line at the screen bottom. Other game features are 
accessed with menus or control key combinations. This article will 
describe how such a graphic interface is easily created using the 
power of AMOS. 

The program listing below is a basic framework for a graphic 
adventure game and illustrates some of the many features of AMOS. 
For this example, very simple graphics will be used. Of course a real 
game would utilize IFF screens, for which AMOS includes some 
powerful PACK and UNPACK commands, and banks of sprite 



and moving Bobs about is a complex task. AMOS makes it simple. 
The AUTOBACK command allows you to perform the operations in 
a mode that works best for your particular program. For this 
example, we use AUTOBACK 0, which gi\es the programmer 
complete control over the double buffer process. Tlie Bobs are 
updated on the hidden screen, the screens are switched, and, after 
waiting for the vertical blank period that returns the electron beam 
to the lop of the screen, the Bobs are updated on the ne^vly hidden 
screen. After setting up the screen, the program enters a lDO..,LOOP 
where it waits for your input. The REPE.AT... UNTIL loop monitors 
for either a keypress or mouse click. Once some input is delected, it 
is evaluated and the appropriate procedure is called. A.MOS 
procedures arc much like subroutines in BASIC, except thiit any 
variable used in an AMOS procedure is local to that procedure 
unless otherwise defined. 

The rest of the program consists of the procedures that perform 
the actions of the program. These are some basic routines vou mav 
want to use. Pressing one of the cursor kevs calls the .MOVEIT 
procedure, This sets the arrow figure in motion and starts the 
animation. This will continue until you either hit another key or the 
arrow strikes one of the screen zones. Motion and animation are 
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A graphic adventure game template 
U!s»iiig the AMOS programming 

language 
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achievL'd by continiuilly iipdnting IIil> Bob position nnd imagu with 
the BO!) commnnd. lincli cycle, tlie x- or y-coordiniite of the Bob is 
incremented and the Bob image is changed. 

Now I'll explain why we can get away with having onlv right 
and down arrow images in our sprite banl<. When Li.sing the BOB 
command, adding a value of $40011 to the sprite image number 
causes that image to be vertically flipped. Adding S8000 to the sprite 
image number reverses the image horizontallv. In our program, if 
the left cursor key has been pressed, $8000 is added to the image 
number. If the up cursor key has been pressed, S40110 is added. This 
is a pretty handy memory-saving feature of AMOS because now 
only half the number of sprite images need to be stored. 

Opening dialog windows to display messages on the screen is 
handled by the MESSAGE procedure. Just enter your message in the 
global \'ariable T$ and call the procedure. The window opens and 
your message is displayed until a key is pressed. The MESSAGE 
procedure features word-wrapping and auto-sizing of the dialog 
window. 

Typing a letter calls the COMMAND procedure. A command 
line window is opened and accepts your input. Once the command 
is input, you will need to send the command to a parser routine 
which evaluates it. 1 did not include a parser in this example. 1 don't 
want to take all the programming fun away from you. Let me 
reassure you, though, that AMOS contains abundant string 
handling commands that make writing a parser routine a less 
fearsome project. The program template presented here illustrates 
how AMOS allo\vs voli to handle much of the tedious game set-up 
program steps with relative ease, leaving you free tti concentrate on 
the enjoyable parts of yoiu' game, such as developing the sound and 
graphics you ivant to include. AMOS is the programming language 
that will encourage you to dust off all those game ideas you've been 
accumulating, sit down, and crcald 
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Program Listing 



' PROGRAM 

'h Graphic Adventure Game template using AMOS 



Dim LSdO; 

Global TS.LSd 

Curs 0££ : Flash Off 



CIS 



'Load in the sprite data 

'Normally you would in a sprite data file from disk 

'with the LO.AD command 

'In this example we will create a sprite bank tr/ 

'drawing bobs on the screen and capturing them 

'with the GET BOB command 

'Place BOB hot spot at point of arrow 

ARROWS 

Far 1=1 To 4 : Hoc Spot :,S21 : Mext : 

For 1=5 To 8 : Hot Spot :,S12 : Next I 

Here you would load in the background screen, using 
the LOADIFF command, or better tX)AD then UNPACK a 
screen saved in packed format as a .ABK file. 
For this example, we will use the default screen. 

Set up two screen zones 
Reserve Zone 2 : Cls 

Set Pattern Rnd(31) : Bar 50,50 To 100, lOQ : Set Zone 
1,50,50 To 100,100 

Ink 11 : Box 150,25 To 250,75 : Set Pattern tad(31) 
Ink 13 : Paint 200,50,0 : Set Zone 2,150,25 To 250,75 

' Initialize the double buffer system 
Double Buffer : .^utoback : Update Off 
Bob 1,150,120,1 

Bob Draw : Screen Swap : Wait Vbl 
Bob Draw 

'MAIN rxiop 
Do 

Hepeat 

K=Asc(InkeyS) : C=Mouse Click : KS=Key Shift 
Until K>0 or C>0 or KS=S 
IE C>0 

'mouse button clicked 
KOUSEROUTIKE 
Else 

If KS=B 

'control key pressed 

'add your until control key combinations and 
procedures here 
Else 



{continued on page 62) 
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IFF24 Viewers Using 
IinageMaster or 

ADPro, Directory 
Opus or a Shell, and 

the Firecracker 24 



THIS MONTH 1 vvnnt Ui sh.iri.' two utilities that 1 ik'\ doped to 
L-nse thu tedium whon I'd nrtlu-r tu- civatins or viewing than messing 
around loading programs and prtKessing files. My Amiga 3000 
system has a Fin-cracker 24-bit display card (FC24 by Impulse), An 
Dcpartimiit Proff^fkma! (ADPro by ASDG), hiM^cimstcr (by Black 
Belt Systems), and Diivchny Opus (DOpus by INOVATronics). If you 
have a Firecracker board and either ADPro or Imagemaster, \ou 
mav find my IFF24 viewer to be just what you need when you are in 
a hurry to see a 24-bit picture. If you also have Directory Opus, it's 
even easier, as you simply select a file and click on a gadget. 

We'll view IFF24 images on the Firecracker board using either 
ADPro or Imagemaster as the vehicle. You may launch Ihe routines 
from a shell or you can highlight an 1FF24 file in DOpus and then 
click on a gadget to view the picture. The automatic \'iewer in 
Directory Opus doesn't work with 1FF24 files, and the "showiff24" 
program that comes with the FC24 board dtM.-sn't work properly if 
you use the Amiga Display overlay mode and two monitors. When 
you try to turn off the Amiga o\erlay with an "aoff" command, the 
display snaps to the wrong aspect. 1 wrote the routines so 1 can 
quickl}' show someone any 1FF24 file on my RGB monitor. (The 



programs work on regular IFF files, too.) They start up ADPro or 
Imagemaster with that picture loaded and displayed on the 
Firecracker. 

The IFF24 viewers save time and tedium. I generate 24-bit IFF 
pictures in Vislapro (by Virtual Reality Laboratories), Scmerif 
Aiiiinakv (by Natural Graphics), DCTV {by Digital Creations), and 
Lif;ht24 (b\' Impulse). 1 alter and process these images in ADPro and 
imagemaster. I save the 1FF24 files in a variety of directories, and, 
e\'en u-ith my best organization, I forget which picture is whicii. 
Before 1 \vent to 24-bit, I used Imagtfimk'r (by Zardo/.) to make little 
thumbnail pictures of my image directories, but alas, Imagcfinder 
will not work with 1FF24 either, so 1 "rolled my o^v^■' 1FF24 viewer 
in .ARexx. 

[f you are new to ARexx, these are challenging programs to get 
vou started. If you are experienced, you may find that they give you 
ideas for different time-saving macros. (NoW: Only librar\- names, 
ARexx port names or addresses, and the names of logical files are 
case sensitive in ARexx. I use uppercase for ARexx instructions for 
readabilily.) 

IFF24 Viewer Using ADPro 

The program SliowlFF24.rexx is meant to launch from 
Directory Opus or a Shell. In Directory Opus, we need to set up a 
gadget to run this program. Open the DOpus config window and 
select "gadget" (or menu if you prefer). Choose an empty gadget, 
put in a gadget name such as "ShowIFF24", and set the following 
options. Type in only the string that comes after the ':' as the 
Function string. 1) Function: rx ShowllT24.rex\ |f| 2) Select 
"Executable" (not ARexx) 3) Select "Run a.synchronously" 4) Leave 
rest of settings at default. 

The above settings accomplish se%'eral things. The most 
important is that the |fl in the function string allows us to pick up 
las an argument} the path and file name of the first selected file in 
the acti\'e window. That is why it was necessary to make the 
function an "executable" and not an "ARexx" program. Note that 
the "executable" is really "rx" and that the actual ARexx program is 
simply the first "argument" for rx, while the path/filename 
represented by (fl is the argument for the ARexx program. The 
program would work if we specified it as "ARexx" in DOpus, but 
then we couldn't use |fl as a variable, containing the path/filename 
of the selected file. The |f| option only ivorks with "executables." 
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This demonstrates the correct vvav to introduce a variable argument 
intu an ARexx routine launched from DOpus. In general, use 
"ARexx" as Ihe option only \vhen you arc UTJting a DOpus macro 
(directly controlling DOpus only); and use "executable" when you 
are writing an interprocess control ARexx program, and then launch 
it using "rx" in the function string. Alvvavs use "rx" and "execut- 
able" when you want to pass palh/filename arguments to an ARexx 
program. 



Running it "asvnchronouslv" means that vou can still use 
DOpus after the program starts and before the program exits. If you 
don't choose this option, then you must wait for the program to 
finish before you can use DOpus again. Generally, macros should be 
synchronous, and interprocess control (executable program 
launches) asynchronous. 

The first feu' instructions of Show!FF24.rexx accomplish our set 
up. OPTIONS RESULTS asks for replies to all commands sent out. 
PARSE .ARC filename is the way we transfer the path/filename 
represented 'w\ the DOpus variable |f|. This Is known as "passing 
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Gadget nane 

Function 
_J Stack size 
QJText colour 
_J Shortcut key 

B ^Output uindou 
JOutput to file 
yjMopkbench to front 



|IH-Shou24 


|px shouiff24iri.rexx {s} {o> 


I40B9 Priority 8 


Close delay |-1 




BG colour e 
Qualifier 6 


Q Executable 



^Run asynchronously _|Recursive dirs 

JCO source jReload each file 

JCO destination Jftuto iconify 

jDirectory Opus to front jDo all files _lNo filenane quote 

Next bank | Swap | Bank nenu | Okay | Cancel 



ij 

J 
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The Directory Opus Config screen shows the settings to make for ShowlFF24IM.rex, which views IFF24 images in I mage master 
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arguments," a concept you must be intinwle with liefure you go 
\'erv far with ARcxx. Pretend that we selected a filename "bar.none" 
in a EXDpus director)- \\-indou" called "Sys:foo/". Then |fl picks up 
the directory and the filename and puts it into a string as "Sys:foo/ 
bar.none" and composes a command line: rx ShowIl'r24.re>;\ 
"Sys:foo/bar.none". RX is an executable ARexx command utility 
that launches the ARexx program, ShowIFF24.rexx. The string after 
ShowIFF.rexx, "Sys:foo/bar.none", is the "argument" to the 
program. The line in the program PARSE ARC. filename takes the 
argument string "5ys:foo/bar.none" and assigns its string value (its 
literal contents) to the variable filename. Note that ARexx di«sn't 
require you to "type your variables." They are assigned their "type" 
at the time of assignment: filename starts out as type "character", a 
string. If Later we put in a line filename=10,25 then suddenly 
filename becomes type "floating point." This is both a convenience 
and a liabilitv! If vou trv for instance to do arithmetic on a string, 
you will get an error. 

The next two IF blocks test for a null filename string. The first 
block is for \vhen the program is used from a Shell windov\-, and 
prompts for the filename if we forgot to put it in. Tlie second block 
is in case we do not select a file first in Directory Opus. It puts a 
message in the top bar, and then exits with a \varning flag (which 
isn't used, but it demonstrates the correct way to set a return code). 

Next, we CALL an internal function to LCXrATE_.ADPro. The 
program skips to the label Locate_ADPro: and continues. Note that 
we don't need a PROCEDURE instruction, as we are not building a 
new symbol table. The program checks \vith a SHOW() function to 
see if ADPro's ARexx port does NOT exist. If not, it uses some 
ADDRESS CONLVIAND instructions to launch ADPro, and a 
WAITFORPORT command to wait until the port comes on line 
before proceeding, as loading a big program like ADPro fakes a few 
seconds. This block of instructions is a good template for code that 
checks to see if some program is rimning or not. If all goes well, this 



internal function RETURNS a 1 for true, ADI'ro is running. Afler the 
CALL gets a 1 RETUR.Ned, it CALLs another internal function 
called MAKEIMAGE, otherwise (a comes back) it exits with return 
code of 20. 

Assuming we safely CALL MAKl-IMACE, we pass it an 
argument, filename. The program skips !o the label MAKEIMAGE: 
which is a PROCEDURE with a protected internal symbol table. The 
first thing to do is to PARSE .'XRC filename exactly as we did in the 
main program. This "program within a program" shares the same 
format as the main program. Note that this internal filename 
variable is completely different from the one in the main program, 
however, because it is protected by PROCEDURE. 

Now we ADDRESS 'ADPro', to make 'ADPro' the current host 
address — the address to which we send commands. 'ADPro' is case 
sensiti\'e, hence the quotes, ARexx automatically makes strings 
UPPER case unless vou quole them. The rest of the commands are 
internal to ADPro; we bring its screesi to the front; change the 
LoadFOR.MAT to IFF, LOAD the file represented by the symbol 
token filename (a "symbol token" is a "variable" in .ARexx-speak). 
Tlien ADPro performs an OPERATOR to DEF1NE_PIXEL_ASPECT. 
This is the way ADPro gets information on the picture file. We 
simply need the image width and height, w and h. In the ADPro 
ARexx interface, ADPro_RESULT is a symbol token assigned the 
\'alue of the RESULT siring coming back from a command's 
operation. We directly PARSE VARiable ADPRO_RESULTand use 
periods (.) as placeholders because we don't care to use or assign the 
data in the other places. (See page 344 of the ADPro Manual,) In 
other words, there are six values returned by the operator, and \\'c 
are concerned with the fifth (w) and the sixth (h) onlv. So ^vhat is the 
last period for? This period forces "parsing by tokenization," which 
is a fancy way of saying, "All surrounding blanks are stripped off 
the values of the variables w and h." Beginners, parsing is not a 
trivial subject and we don't have space to explain its details here. 



'Russian Blues," a 

24-bil painting 

done in DCTV 
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For further reading, consult my book The ARcxx Cmtktwok, Ch.ipter 
Three, and you will soon be an expert at parsing. 

We use ADPro's ability to put up a requester (page 378 of the 
ADPro 2.0 Manual) if it needs information, and we do that next, in 
case the picture width does not match one of the Firecracker's set 
widths. Note the logical operator &. Note the loop backwards to re- 
test input before proceeding. We use the ARexx SIGNAL instruc- 
tion, which acts like a GO TO statement. This is a correct use of 
SIGNAL. You will get into trouble if you abuse SIGNAL as an 
escape from sloppy logic, however. 

We set up the Sa\'eFORMAT to the FC24 and proceed to save 
the image we have loaded. The information w and h are used to set 
the width and height of the FC24. The first "SAVE" turns on the 
FC24 and/or CLEARS any image on it. We could have used one 
huge line for these SAVE instructions, but it's easier to do several, to 
set up and then IMAGE. Note the proper way to continue an ARexx 
line with a comma. You generally don't need to continue a line 
except for publication or readabliity. The narrow columns of this 
magazine have made me an expert at line continuation. Breaking a 
line correctly is not always obvious, particularly if you are in the 
midst of a complex command string. Finally the program goes to the 
back or quits according to which line you "comment out" or leave 
in. 

The Same IFF24 Viewer Using Imagemaster 

The same process is easier to implement (but runs more 
slowly) using Imagemaster. Shou'lFF241M.rcxx shows how. We 
start off much the same, and parse the filename. This time, however, 
we need to split the directory path off from the filename, because 
that is the kind of information Imagemaster is looking for. So we 
have two arguments this time, filepath and filename. If filepath is 
the null string, then we use some prompts and some compound 
symbol tokens (arrays) to handle our path strings. We use parsing 
on a pattern because we know that all valid paths will contain one 
colon (:) and the directories iviil be delimited by slashes '/'. The 
code shows the constructs for tearing down a string into an array 
and then building it up again. When tearing it down, the symbol 
token device stands for the system device name, and the compound 
symbols path.j for j=l,2,... are the directories (the strings in between 
the /'s). After we've torn apart the path /filename, we know that the 
last increment is the filename itself, so we build up the string again 
except for the last increment, and this becomes the path name. The 
last increment becomes the filename. Note that pattern parsing 
removes the pattern itself from the parse string. So, during 
reconstruction, we add these characters back to the string using 
concatenation characters I I . 

We are planning to run from Directory Opus a little differentlv 
this time, and open an output (Shell) window on the Workbench. 
We arc also going to use separate path and file arguments directly 
from DOpus. In case we forgot to select a filename, we are not going 
to exit, but prompt the user for a filename in the source window. We 
should look at our DOpus setup now. If you're using a shell, then 
skip ahead. 

In Directory Opus, set the config screen as follows: 1) Function; 
rx ShowIFF24IiVi.rexx |s( |o} 2) Select "Executable" (not ARexx). 3) 
Select "Run asynchronously" 4) Select Close delay = "-1 " (The u.ser 
closes the window.) 5) Select "Output window" 6) Select "Work- 
bench to front" 7) Lea\'e other setting on default. 
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Circle t1G on Reader Service card. 

The jsl argument is the source (active) directory path string and the 
|o| argument is the filename string without its directory path 
attached. Once these arguments are passed to the program, the 
Imagemaster commands are simpler than the ADPro commands. 
We merely need to bring Imagemaster to the front, set the image 
path, and load the file. An optional AOFF command will turn off the 
Amiga display on the picture, but so will a mouse click. If you use 
AOFF, the overlay stays off; and if not, you may toggle it. 

The last program is a very small utility A.rexx run from the 
shell, to find the addresses for all ports. I'm including it because I 
have yet to find in the Imagemaster documentation the name 
('IM_Port') of the Imagemaster ARexx Port! It's often easier and far 
safer to find the port of a new program directly rather than trust the 
manual which may be outdated or even incorrect. Also, your 
v-ersion of Imagemaster may use a different port name. Now you 
ha\'e a i%'ay to \'iew IFF24 files on your Firecracker by selecting and 
clicking in Directory Opus, and using either ADPro or Imagemaster 
to do it. 



Listing One 



/* showif f24IK,rexx shows an iff-24 Cile in ImageMaster */ 
/* when you select it in Directory Opus or if you run */ 
J' this program from a shell- *y 



■" The prnDgrarr with the Firecracker24 called *'showiff24* doesn't work 

•• very well. If yoii use the overlay mode, and try to show O- file, 

"■ everything is OK until you send "aoff to turn off Che Aralga 

overlay. 

'* The picture snaps smaller than the screen^ a most annoying bugi 
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•• Thi.s pcorjraiii fixes all that, provided you have ImngeKaster. It 
uses InuigeMdHtcr 

"■* CO display iff24 files on the FC; a much better solution. 
** Kay be run from Directory Opus by setting the gadget as "execut- 
able" 

•• and then in the command line: RX 5ys:rcxxc/showif £24.rcxx if) 
*• Set; output window, run asynchronouBiy, and no filename quote. 
"* This allows the selected IFF 24 file to become an Argiirienc to the 
•* program. It is then displayed on the FC2-1 after ImageMascer is 
oi>ened. 

** Hay also be run from the shell with the file as argunient, or the 
•* program will prompt you. If you run it fron dopus w/o specifying 
•• <selecting) a file, then the progra^i pronpts you to input a 
f i 1 ename 

•* in the dqpus output window. 
*• (c) 1992 by Merrill Callaway 



OPTIONS RESULTS 

PARSE ARC filepath filenaire 



•* Running from a shell, then if no arg is suppliedj we need 
" to ask for the filenatric. 



IF filepath=" THEN DO 

SAY 'Enter path/filename.' 
PARSE PULI. device' :' filename 

DO 'rfKILR filename -= •' 

PARSE VAR filename path, j '/'filename 

j=j*l 

ElID 
wholepath=* ' 
DO i=l TO 3-2 

wholepath=wholepach! I path. i ' /' 

END 
f ilepath=device' : 'wholepath 
n= j - 1 

filenaiT(e=path.n 
END 



Running from Directory Opus if no filename is supplied 
we need to &e.\i for one. 



IF filenames'' THEN DO 

SAY 'Enter the filename.* 
PAPSE PULL filoname 

END 

/• End section on omitted args. •/ 

CALL Locate_ImageMaster 

/* Display the image? '/ 

IF RESULT =. : niEN CALL MAKEIHAGE filepath filename 

ELSE EXIT 20 



Uicate_ImagEHaster : 



IF 

/* 



■SHOW ( ' P ' . ' IW_Port ' ■/ THEN DO 

NOTE! 

Kake sure to change the following to YOUR path 

and the program name o£ the Imagemaster you usel 

This version is meant CO run Imagenifister Firecracker 

version on an A-3000 with '030 accelerator, hence the 

"fcf" suffix. Refer to your Iinagemaster manual to see 

Che name of the program you're running! 



ADDRESS COKMAfJD "RUN Work; Imagemaster/ inifcf 
ADDRESS COMMAND WAITFORMRT ' IM^Porf 
IF RC^O THEN RETURN 1 
ELSE RETURN D 
END 
ELSE RETURN i 



/» Here is where we save the image to the FC Board */ 

MAKEIMAG!-: PROCEDURE 

/■ pass, along the names of the path, file */ 

PARSE ARG filepath filename 



ADDHF^S TM.Port* 
Lnto front 

ir-agepaCh filepath 
load filenajr^e 

/* remove the Amiga overley in a two monicot set -up */ 
ADDRESS COKKAND aoff 



NOTE 

If you c^uit ImageMaster, after the image displays, 

"he image will disappear. To get it back, should you 

ha.ve exited IMaster, open a shell and put in the corasancs 

*aoff* followed by "bon* (without quotes) at the proinpts. 

The image should come back on your monitor. 

This program was sec up for chose using cwo monitors and the 

overlay feature of the FC. If you use a different config, you 

nay have to change the code slightly to get the desired 

combination of FC display w/ or w/o the Ami^a Display, coo. 



Listing Two 



showif fi-i.rexx shows an iff-2'i file in ADPrO •/ 
vriien you select it in Directory opus •/ 



** The program with Che Firecracker24 called 'shawitf2i' 

*♦ doesn't work very well. If you use the overlay mode, and 

** try to show a file, everything is OK until you send "aoff 

** CO turn off Che Amiga overlay. The picture snaps smaller 

*• than Che screen^, a most annoying bug! This program fixes 

•» all Chat, provided you have ADPro, It uses ADPro co 

" display ifE24 files on the FCr a much better solution. K^y 

•* be run from Directory Opus by setting the gadget as 

"* "executable" and then in the command line: 

*' RX sys:rexxc/showiff24. dopus (fu) Set: output window, run 

*• asynchronously, and no filename cruoce. This allows the 

** selected IFF 2*1 file to become an Argument to the program. 

** ic is then displayed on the FC24 after ADPro is opened. 

-' May also be run from the shell with the file as argument. 

'• or the program will prompt you. If you run it from dopus 

'* w/o specifying (selecting) a file, Chen Che program 

•• prompts you to Input a filename in the dopus output 

*• window, {cl 1992 by Kerrill Callaway 



OPTIONS RESULTS 
t^ARSE ARG filename 



Running from a shell, then if no arg is supplied, we need 
Co ask for the filename. 



Ir filename-'' THsri DO 

SAY 'Enter path/ filename' 
PARSE PULL filename 

H'lD 

Ir filename^"' THEN DO 

ADDRESS 'dapus„rexx' 'TOPTEXT Select a tile first!' 

EXIT 5 
END 

CALL l,ocate_ADPra 

/* Display the image? •*' 

IF RESULT = 1 THEN CALL RAKEIMAGE filename 

ELSE EXIT 20 

LocaCe_ADPro : 

IF -SHOW {'P', 'ADPro') THEN DO 

/* 

** NOTE! I have lots of RA.M. Fix the Mi'0^>tEM=f< to your RAM prefs 

** (Che maximum amt of RAM you want ADPro to use (in bytes). 
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ADDRESS COMMAJID -RUN ADPROiADPBO BEHIND MA3(MEM= J 4 000000 ■ 
ADDRESS COMMAND WAITFORPORT 'ADPro' 
IF RC=D THEH RETURK 1 
ELSE RETURN 
END 
ELSE RET0HK 1 



/• Here Is where we save the image to the FC Board •/ 

HAKEIMAGE: PROCEDURE 

PARSE ARC- filename I* pass along Che name of the file */ 

ADDRESS 'ADPro' 

ADPRO_TO_FRONT 

LFORMAT IFF 

LOAD filename 

/' get the image file data */ 

OPERATOR ■DEFINE_PJ!L_ASPECT'' 

/• 

■* Note the placeholder periods (. . . .! 

** We only want the 5ch and 6th paraxeter. 

-/ 

PARSE VAR ADPRO^RESULT . . . . w h . 

bw-w /• Board width? '/ 

/* see if the pic width matches an FC board '^-idth '; 

/* and if not, put up a recjuester to find out */ 

BOARirjJIDTH: 

IF bw- = 3S4i.bw-=513ibw-i76BSbw-=1024 THEN DO 

/* if not, use 768 as a default board v.'idth ■/ 



•• you probably •*-anT; need to use other than 768 resr others 
"" are included just in case! CLICK OK if in doubt. 



GETNUMBEB "W:JS4 512 768 lOS^-' 768 384 1024 

IF RC-=0 THEM ADPRO.EXIT '• quit it we cancel ■/ 

bw=ADPRO_RESULT 

SIQNAL BOARDWIDTH 

END 

SFORMAT FC24 

/• NOTE FORMAT; "SET XXX RAW nu:st precede what you want to do •/ 

SAVE XXX RAW BOARD ON CLEAR 

"SAVE XXX SAW BJIDTH" bw 'SET_DWX" w -SET.DMV" h "SET_DOX 0'. 

■ SET_QOY SET_SOX SET_SOY 0' 

SAVE XXX RAW AMIGA OFF CENTER IMAGE 

/* We don't close down ADPro in case we need to adjust something, srj 
** unconmenc the following if you want to close adpro after 
•* displaying the file. /• COHHENT OITT •/ the A0Pro_TO_BACK if you 
•* don't want ADPro to go to the back after showing the picture. 



ADPro„TO_BACK 
/• AOPH0_EXIT '/ 
EXIT 



Lisihii: Tlii-ee 



/* A.R£XX checks adresses of prograns running. 
SAV SHOW CP'l 
EXIT 
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Merrill CaUmmii 

c/o Amazing Computing 

P.O. Box 2140 

Fall River, MA 02722-2140 



THE GRAPEVINE GROUP, EVC. 

AMICA ^ North A.«ericaSDir8e.t 
. * Supplierof.'Vjiuga Custom Chips. -* — A. 



AMIGA UPGRADE CHIPS 



8364 Paula chip 18.95 

B362Donise ,. 21.95 

5719 Gary chip 12.95 

B520A CIA chip (2 fof S9.0D each} 9.95 

1 .3 ROM Kickstart 24.95 

2.04 nOM Complete Upgrade Kit 87.50 

2.04 ROM Chip only 39.95 



DIAGNOSTICS 



Amiga Diagnostician: Booklet/ 

Software/Schemallc 17, 9& 

The Final Test: , See below 

Dr. Ami {software) ...........,.„_.,..,..„,„ 29.35 

A500 Service Manual ..29.95 

A2000 Service Manjal 34.95 



AMIGA POWER SUPPLIES 



A500 SOO WATT Big Foot see below 

A2000/fan/200 v«lts 129.50 

A500 45 wait (heai/y tJutyl 67.50 

A500 240 voit European version 82.50 



MEMORY EXPANSION 



Phoenix Boord-Wilhin minutes Iranstorm 
the AlOOO into a powerful new Amiga 
that approaches the specs of Iho A3000. 
Eliminate compalibility problems. The 
Phoenix Board is a complete replacement 
motherboard for your A1 000 (or use as a 

standalone Amiga) $785.00 

1x4/80 SC Zip lor A3000 19.95 

1X1/80NS 3.85 

256x4/80 3,75 

lKB/80 SIMM 38.95 

4x8/80 SIMM 11B95 



ICD PRODUCTS 



AdHAM 540 with 1 Meg 127.95 

With 2 Megs , 159.95 

AdHAM 2080 OK 97.50 

AdSCSI20a0 0K 184.50 

AdSpeed 164.50 

Flicker Free Video II 234.95 



Super Denise 8373 Upgrade 'ENHANCED CHIP SET 

Now utilitze productivity and scan mode, etc. Super ht-res mode 
(1280 X 200 pixels). An absolute must with 2,0.4, Includes Super 
Denise diagnostic test programs & installation software programs . S35,95 

New Product 

Advanced Amiga Analyzer by Wilcom Australia. Just released- 
a combination of hardware & software that completely diagnoses any 
Amiga. Gives status of all data transmissions/signals, disk drives, all 
ports, buffer chips, alignment, joystick ports, read/write errors and 
tells what chips are bad S79.95 

New Product 

Amiga SOO It/lotherboard 

Now for the first time, and only at Grapevine, purchase a NEW A5QQ 
PC motherboard a1 prices lower than an Amiga dealer pays! Each 
one is populated (all chips), tested and has a 90 day warranty. 
Contains 1 ,3 and 1/2 meg Agnus. PAL also available. 599.95 

Switch-Itt: Keyboard/Mouse ROM Selector with Speaker 

Electronic ROM selector switch by Global Upgrades Inc. allows for 
compatibility of ALL your software. New version includes speaker that 
tells you which ROM is enabled. Switch between 1 .3 or 2.0 ROM from 
your keytioard or mouse. Does not overlap the 68000 chip for 
compatibtlity with your accelerator. Simple plug in, no soldering. 

Lowest priced electronic switch available. Insfructions included S32.95 

Buy Switch-Itt froirj us and we will give you a 1.3 ROM 

for SI 9.95 and/or 2.04 ROM for S34.50 

New Product 

Elias 3000. The ultimate Smb RAM expander by Ivlterowortts of 
Canada. Ulilizes A8375 A600 chip lo provide 2mb of chip RAM. 
Fully Compatible with V2.04 ROM & 8373 Super Denise. Price 
includes 8375 Agnus chip and Additional RAM S229.95 



Fatter Agnus (8372A) 1MB with FREE Goiiath chip puller (a necessity). 'The Final Test' 

special diagnostic diskette and complete instructions S44.95 

32K Printer Buffer Chip lor Panasonic/Citizen S1S.95/S22.95 

1403 (14"| VGA CBM B/W Moriitor. 90 day warranty S46.95 

GVP Combo G-Force 40 /4Meg S1079.00 

Amiga Emergency Startup Kit (Contains most papular chips, etc.) S99.00 

AZOes XT Amiga add-on board kit S191-60 

A2058 2Mb,' EMb Amiga RAM board ..„.. S159.95/S299.9S 

200 Wan "Big Foot" A500 Universal Switching Power Supply with fan S83.9S 

Insider II HAM expander unit by DKB. far A1000 1 ,5 MB inslalled/OK .321 8.50/Sl 69.95 

MegAChip ZDOO"' —Upgrade your A500/A2000 to 2MB o( chip RAM. Includes 
A3000 2MB Agnus chip. Rockweil chip puller & "Final Test" diagnostic diskelto- 

Buy the MegaChip and well give you the new 8373 Super Denise (or S31.50 Sa88.95 

KwikStart II 1.3 and 2.0 KickSlan ROM switch lor A1000 S59.96 

A500 Keyboard -New (List PriceS109-95)(U,K, Version Available) $54.50 

A2000 Keyboard -.589-95 



IB 3 Chestnut Street • Sufifem, NY 10901 

Cu.stomer Scr\ice (pl4) 3fiH-4242 Fax (914) 357-6243 

lnRTnaiinn;il Order Line: (914) 357-242-! 

Order line onl'y 1-800-292-7445 



• 1-* '^>tc\t «i> itMnjK- 



Circle #108 on Reader Service card. 
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— Amos continued from page 55 



If K>27 and K<32 

'cursor key pressed 
»OVEIT[KI 
Else 

I£(K>64 and K<91) or(K>96 and K<12ai 
'text entered inSo command line 
CO^!MAND[K] 
End If 
End I£ 

Baa If 

End If 

Loop 

End 

Procedure ARROWS 

'draw some arrows on Che screen and save them into 

'the sprite bank 

Ink 5 

For Xsl To i 

Draw 1,8 To 12,8 

Draw 14-3* (X-1), 8 To 10-3* (X-1), 4 

Draw 14-3*(X-1),6 To 10-3*(X-1) ,12 

Gee Bob X,0,0 To 15,15 

Cls 

Next X 

For X=l To 4 

Draw 8,2 To 8,12 

Draw 8,14-3*(X-1) To 4,10-3* IX-1) 

Draw 8,14-3*(X-1) To 12, 10-3* (X-1) 

Get Bob 4+X, 0,0 To 18,18 

Cls 

Next X 

End Proc 

Procedure HOUSEROUTINE 

'you will insert your own mouse routine here 
'for this example we will just print the mouse position 
TS='Mouse Position; X="+Str£lX Screen(X House)) 
TS=TS+' Y=*-fStrS(y Screen(y Mouse)) 
MESSAGE 
End Proc 

Procedure MOVEITtX) 
FACING=X-27 

'l=right 2=left 3oup 4=do'rfn 
CYCLE=1 
Do 

'Check for another keypress 

K=Asc(InkeyS) 

'If same cursor key then stop movement 

If K=X 

TURN [FACING J 
Exit 
End If 

'If another cursor key then change direction 
If K>27 and K<32 Then X«K : FACING=X-27 
'If text entered then stop moveaent and open coiimand 
line 

If(K>64 and K<91) or(K>96 and K<123 I 
TURN I FACING J 
CCWMANDIKI 
Exit 
End If 

'Move the bob and cycle the bob image 
' Increment the movement 
It FAC1NG>2 

DX=0 r DY.1+2*|FACING=3) 

Else 

DX=rl+2*(FACING=2) : DV=0 
End If 

'Check if Bob Image needs to te flipped 
MIRROR=-$8000*(FACING=2)-S400O'(FACING=3) 
'Erase and redraw the bob 
Bob Clear 

Bob 1,X BobdJtDX.Y BobdJt-DY,- 
4 * (FACING>2) -fMIRROR+CVCLE 

Bob Draw : Screen Swap : Wait Vbl 



Bob Clear 

Bob 1,X Bob(l)+DX,y Bob(l)+DY,- 
4*(FACING>2)+MIRROR+CYCLE 
Bob Draw 

Add CYCLE, 1.1 To 4 
'Check if Bob entered a screen zone 
Z=Zone(X BoblD.Y Bob(ll) 
If Z 

'Back Bob off 
Bob Clear 

Bob 1,X Bob(l)-DX,Y Boblll-DY, l-4*(FACIKG>2)i-MIRROR 
Bob Draw : Screen Swap : Wait Vbl 
Bob Clear 

Bob 1,X Bob(l}-DX,y B0b(l)-DY,1-4*(FACIHG>2)*K1RR0R 
Bob Draw 
HITZONEIZ] 
Exit 
End If 
Wait 2 
Loop 
End Proc 
Procedure TURN[X1 

MIRRDR=-S8000* (X=2) -$4000* (X=3) 

Bob Clear : Bob 1, , , 1-4- (X>2I+MIRR0R : Bob Draw : Screen 
Swap : Wait Vbl 

Bob Clear : Bob 1, , , 1-4* (X>2) iMIRROR : Bob Draw 
End Proc 
Procedure HITZONE!zl 

'Your procedures for special screen locations go here 
'One possibility is to send a message to a dialog window 
TS-"This is a dialog window which has opened to indicate 
that" 

TS=TS*" your Bob image has come in contact with Screen 
Zone " 

TS=TS+StrS(Z)+". Hit any key to continue. - 
MESSAGE 
End Proc 
Procedure COMMAND [K] 

'Open up command line screen and window 
Screen Open 1 , 320, 12,2, Lowres : Palette SFFF, 
Screen Display 1,132,240,, 
Wind Open 2,16,2,37,1 
'Get command from keyboard 
Put Key ChrS(K) 
Line Input "•;CS 

'At this point you should include a parser to interpret 
the 

'command line. I'll leave that project for you. 
Wind Close : Screen Close 1 

TS=*You typed '-^cs*-'' into the conmand window. Now 
write* 

T$=TS+" some routine to parse the command. - 
MESSAGE 
End Proc 

Procedure MESSAGE 

'K^line counter LZ=maximuni line length LL^actual line 
length 

TS=- -+TS+' • : K=0 : LZ=30 

If Len(TS)<30 Then LZ=Len(TS) : If LZ mod 2 Then Inc LZ 
While Len(TS)>l 

Inc K : SS=I,eftS(TS,30: : X=Instr(FUpS (SS> , " -) : [,L=30-X 
LS(K)=LeftS(S$,LL) : TS=MidS (TS, LL+1) 
Wend 

LH=K+1 : IE LH mod 2 Then Inc LH 

Wind Save : Wind Open 1 , 160-S* (LZ/21 , 32, LZ, LH ; Curs Off 
Paper 7 : Pen 4 : Clw 
For 1 = 1 To K : Print LSI I) ; Next I 

Screen Swap : Wait Vbl : Wait Key : Screen Swap : Wait Vbl : 
Wind Close 
End Proc . _ 

•AC' 

Plense Write to: 

jack Notaicki 

c/o Amazing Compuliitg 

P.O. Box 2140 

Fall River, MA 02722-21 40 
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You've created the perfect piece, now you're looking for a good service bureau for output. You want 
quality, but it must be economical. Finally, and most important.. .you have to find a service bureau that 
recognizes your AMIGA file formats. Your search is over. Give us a call! 

We'll imageset your AMIGA graphic files to RC Laser Paper or Film at 2450 dpi {up to 1 54 Ipi) at a 
extremely competitive cost. Also available at competitive cost are quality Duponi ChromaCheck™ 
color proofs of your color separations/films. We provide a variety of pre-press services for the desktop 
publisher. 

Who are we? We are a division of PiM Publications, the publisher of Amazing Computing for the 
Commodore AMIGA. We have a staff that really knows the AMIGA as well as the rigid mechanical 
requirements of printers/publishers. We're a perfect choice for AMIGA DTP imagesetting/pre-press 
services. 



We support nearly every AMIGA graphic & DTP format us well as most Macintosh™ graphic/DTP 
formats. 

For specific format information, please call. 



For more information call 1-800-345-3360 

Just ask for the service hitreati representative. 



Three of life's essentials: 

^ JL CONIPUTING C^^^^ 

Amazing Computing For The Commodore Amiga is dedicated to Amiga 
users whio want to do more withi ttieir Amigos. From Amiga beginners to 
advanced Amiga hardware tiackers, AC consistently offers articles, 
reviews, hints, and insights into the expanding capabilities of the Amiga. 
Amazing Computing is always in touch with the latest new products and 
new achievements for the Commodore Amiga. Whether it is an interest 
in Video production, programming, business, productivity, or just great 
games, AC presents the finest the Amiga has to offer. For exciting Amiga 
information in a clear and informative style, there is no better value than 
Amazing Computing . 

AC TECH Amiga 




AC'S TECH For The Commodore Amiga is the first disk-based technical 
magazine for the Amiga, and it remains the best. Each issue explores the 
Amiga in an in-depth manner unavailable anywhere else. From hard- 
ware articles to programming techniques, AC'S TECH is a fundamental 
resource for every Amiga user who wants to understand the Amiga and 
improve its pertormance. AC's TECH offers its readers an expanding 
reference of Amiga technical knowledge. If you are constantly chal- 
lenged by the possibilities of the world's most adaptable computer, read 
the publication that delivers the best in technical insight, AC's TECH For 
The Commodore Amiga. 



AO GUDE Amiga 



lOHDBK Upclat«k>fh«AUa»In^ia±«;>M4) 






• Ol t> A pfMcoK or. cod 




Get Creatii 





AC'S GUIDEls a complete collection of products and services available 
for your Amiga. No Amiga owner should be without AC'S GUIDE. More 
valuable than the telephone book, AC's GUIDE has complete listings of 
products, services, vendor information, user's groups and public domain 
programs. Don't go another day without AC'5 GUIDE 




100% of the recommended daily 
allowance of Amiga information. 

1 -800-345-3360 




^i commodore 

^AMIGA' 



' »7» JHwPKnKTflCW'p't''- 



See all the exciting new products 

and get the most up-to-date information! 



NEW 



^HB 



^TBST 



HARDWARE \ i?'^*^Al?e 



«EE SEWI5& 

CDT^^^ Video 



RELEASES 

Hands-on 
Browsing! 



"f titles! 



MARK THESE 



ON YOUR CALENDAR 




FRIDAY, SEPT. 11, 1992, 10 am - 5 pm 
SATURDAY, SEPT. 12, 1992, 10 am - 5 pm 
SUNDAY, SEPT. 13, 1992, Noon - 5 pm 



The Pasadena Center, 300 East Green Street, Pasadena, Califernia 

REGISTRATION: 

$15foroneday,$30forathree-daypaSS , ,^^^^„^^^ Please pre-register me for 



SHOW HOTEL: The Pasadena Hilton Hote' 
ISO South Los Robles Ave 
Pasadena, CA 91101 
SHOW RATE: $79, single or double/twin 
TO RESERVE: Call 1-800-HiLTON. 

Request the group rate for 

I World of Commodore Amiga. 

DLINE: August 8, 1992 — 




■~1 



World of Commodore Amiga in Pasadena 
; oneday(SIO), three-day pass (S25) 



Name 

Company (if applicable}. 

Address 



X 



City 



State . 



Zip_ 



For bronnation, call Kamiite MnnuKcmcnt Group: 14161 285-5930, fsx liUS-IWiU. 

'C 1992 World (jrCommfidcpri- Amij,'a in n rL'nis'tt.Ti.-d Irademark of Cummodory Kkftronics 
Ltd.; AmigaDOS is a rt-pistorod trfldemork orCommodore-Araiga Inc.; \'ideo Tpaster is 
a (rademark of N'ewTek. I nc. 



L. 



Send form with your check, payable to Ramige Management Group, to 

World of Commodore Amiga 

3380 Sheridan Drive, Suite 120, Amherst NY 14226 

Prt'-re^istration deadtinv: August 21, 1992. 



J 
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TME NITSC COLOR COMPOSITE VIDEO SIGNAL is probably 
one of the most misunderstood pieces of engineering you'll find. 
Often cursed for its shortcomings, it's actually an elegant design that 
even todav makes astounding images, some 60 years after its 
introduction. 

Black-and-white television served our purposes well until 
someone decided that color television might be more exciting — and 
profitable. With all the monochrome TV sets already sold, no one 
wanted to develop a ne\s' signal standard that would mean trashing 
all those sets. So our new color signal was deri\'ed from the old one. 
Many compromises were made resulting from the engineering state- 
of-the-art of the day (the l^SOs) and the need to comply with 
existing FCC regulations for broadcasting TV signals. Since then, we 
have created video equipment and graphics systems undreamt of by 
the original designers. Our pictures are often created from scratch 
rather than being camera images of nature, and therein lie several 



problems. Nature rareiv creates fully saturated colors or images 
with sharp edges such as olu- computers can now make. 

Open Up! It's the Video Policel 

Although your computer's RGB translates well into composite 
video, it can create l-'CC illegal colors, One of the compromises the 
NTSC (National Television Standards Committee) made was to limit 
the saturation of the individual R, G, and B signals to values less 
than 100 percent. As mentioned above, it would rarely be needed. 
The reason for this was that turning tip the saturation loo high 
creates a signal that exceeds IIX) IRH units, a \'oltage measure of the 
signal. Figure 1 shows how the yellow section of a ccvlor bar signal 
just makes it up to 100 IRE units. This velknv is made from green 
and red, both at 75 percent saturation. .'Vdd any more of either the 
green t>r red and you're exceeding lt)U IRE. 
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Exceeding 100 IRE units is acceptable if the image is feeding a 
monitor directly. It is a problem if yon record or broadcast the 
signal. Recorders will either reduce the signal or else distort the 
recording. Broadcasting the signal will cause the RF signal to 
disrupt — known as "punching holes in the carrier" — and exceed 
FCC specifications. This was good for a "ticket" from the govern- 
ment and hence the term "illegal" colors. Figuring out what color 
combinations are illegal is a bit tricky so I found a chart to use — 
special thank-s to Magni Systems, Inc. If you know the red and green 
values of your color, then you can simply read the chart to find the 
"legal" lihie values. Notice that there are not only maximum values 
but also minimum values as well. In nearly all cases there is enough 
range for you to get pretty close to the color you need, This chart 
also works for 24-bit images. Just multiply all the values by 16 to get 
the equivalent 24-bit values. 

Putting Your Video Up on a Pedestal 

Ever heard of the Set or Pedestal value for your video signal? If 
you'll glance at Figure 1 again, you'll see that vour video is 
represented by an electrical signal that varies from volt to .714 
volt. This range is divided into 100 units often called IRE units. Any 
signal plunging below volt is considered synchronization 



manufacturers decided to produce equipment that would work 
directly with the Y/C signals. The advantage to this is that when 

working in Y/C, you reduce the number of times you combine and 
tear apart the signals, making for less noise and better preservation 
of that enhanced resolution. However, you will still have a high 
resolution picture — which is what attracted you to that format to 
start with, right? The trick is in making sure that the equipment that 
you intend to pass your signal through has a bandwidth meeting or 
exceeding the specs of your playback. The most ob\'ious example is 
the Video Toaster by NewTek. Although it hasn't any Y/C signal 
capability, it dxi have a bandwidth of 5.5 MHz, better than your SJ- 
VHS or Hi-8 unit produces, Your image is safe with the Toaster. You 
should also make sure any TBCs you buy are also as good as your 
decks. A great number of TBCs are rated at only 4.2 MHz, which 
will slightly reduce the sharpness of your first generation tapes. 

Y/C vs. Composite for Designing Graphics 

But what about those NTSC artifacts you get with NTSC 
composite video? That is a problem with NTSC and not with Y/C. 
But tell me, how are you going to get your tape viewed by the 
intended audience without at some point being forced to record it or 
piny it back as a composite signal? Cable systems, the networks, and 



Black and white television served our purposes 

well until someone decided that color television 

might be more exciting— and profitable. 



information and not video. Back in the early days of TV it was 
difficult to ensure that the screen would be totally blanked during 
the retrace intervals, so the Setup or Pedestal level was added as a 
fudge factor. Video Black is defined therefore as 7.5 IRE units, not 0. 
The problem is that many genlocks and computer video boards 
don't use the 7.5 IRE Setup level. This really isn't a mess until you 
record a black screen from your computer — typically defining black 
at IKE units— and edit to that a black signal from your camera or 
SEG (at 7.5 IRE units). You'll definitely see a very disconcerting 
change in brightness between the two. If your genlock has "setup" 
as an option, use it! If it doesn't, then make sure that the blacks in 
your image are set at values of 1,1,1 for the RGB. It's not perfect, but 
it's closer than it would be otherwise. 

Composite Video vs. Y/C 

The introduction of S-VHS began a lot of confusion over the 
importance of Y/C and its advantages over the standard composite 
video signal. 

First and foremost, let's not forget why S-VHS and eventually 
Hi-8 made such a splash, it was the enhanced horizontal resolution 
of the recording format. It wasn't the Y/C output. True, that was 
nice, but it was nothing new, having been already implemented on 
U-Matic recorders for years. However, this time numerous 



approximately two million home VCRs use NTSC video, not Y/C. 
Design your graphics and video knowing that it had better look 
good in NTSC, and try not to get lured into complacency while 
looking at the Y/C output of your equipment. 

Don't trust the image unless it's on a composite monitor. Y/C 
lies and RGB lies even more so. The NTSC colors won't be quite the 
same hue or intensity, and the detail won't be quite as sharp. In fact, 
the graphics may not even be in the same place. How do you know 
where the center of the screen is? Use Preferences to set vour 
computer monitor to match a trusted composite monitor. I've seen a 
lot of surprised artists when they found that their images were 
askew. 



•AC* 



Please Write to: 

Oran Sands 

c/o Amazing Computing 

P.O. Box 2140 

fall River, MA 02722-2140 
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— WINDOW ami inued from pmge 38 



lock = LOCklBase(O) ; 

/" check location of window */ 

if ( Int:uitionSase->AcEiveWindow->LeftEdge E=0 II 

InLuicionBase-::>AcLiveWindow->TopEdge != 0) /' 
end of if staLement: •/ 

KoveWindowdncuicionBase-^ActivsWindow, /* niove 
ic "o upper left •/ 

(0 - intuitionBase->ActiveWindow->Lefi:Edgel , 
(0 - lntuitionBa3e->ActiveWin.dow'>TopEdge) ) ? 
/* check size oE window */ 

Lf I ( intuit ionBase->AcciveScreen->Widi:h -- TntuitionBase- 
>ActiveWindow->Width && 

Intuii:ionBase->ActiveScreen->Height = = 
IntuitionBase->ActiveWindow->Height) ) 

/* end of if statement "/ 

( 

£izeWindow(TnCuitionBase->ActiveWindow, /' sxall 

*/ 

lntuitiotiBase->AccivGWindow->r'!inWidth - 
IntuitioiiBaae->ActiveWindow->Width, 

, IntuicionBase->Activewindow->MinHeight - 

Intuit ionBa9e-5.AcciveWindow*>Height) ; 

WindowToBaclc( Intuit ionBase->ActiveWi.idow) ; 
} /' end of make small •/ 
else 
t /• make it full Size */ 

SizeWindowCIfituitionBase-^AcciveWindow, /* large 
*/ 

InfjitionBase->ActiveScreen-?Width - 
rncuitionBase->ActiveWindow->Width, 

Intuit ionBase->AcciveScreen->Heighc. - 
Incu i t i onBase- > Act i veWindow->KeighC ) ; 

WindowToFront^ Intuit lonBase-^ActiveWindowt ; 
} /■ end of else make large */ 

UnlacklBase [lock) ; /* give it back to ttie system */ 
CloseLibrary( (struct: Library • ) IntuitionBase) ; /' cleanup 
*/ 
) / * end of main "/ 



Listing ws,lnl< 



?ROM LIB;cres.o*"W3.o'' 

TO 'ws* 

LIB LIB:lc.lib LIB;artiiga.Lib 

SMALLCODE 

SKALLPATA 

NQDEBUG 



Listing Imkfile 



W£ : WS . O 

blink from lib;cres.04ws.Q to WS lib 
lib: Ic. lib. libianiga.lib tJD 



ws; . o : WS . c 



Ic -cirfi -ms -b -tr -0 -v we 
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P/t>rtSt' Wrilc to: 

Anthoinj /. Wilkni 

c/o Amazing Cointniliiig 

P.O. Box 2140 

Ml River, MA 02722-2140 



Ivutnorized Commodore 
Sales and Service 

Amiga 1000 upgrades 

Insider IJ with 1.5 mb RAM S269.00 

Kwikstart n ROM switch $59.95 

Fast Pal (Pal Upgrade) S19.95 

Amiga 1000/2000 Keyboard $ 89.95 

Ami^ 500 upgrades 

5 12k RAM/clock $39.00 

Tnirq) Card SCSI 500. $129.00 

Tnin^ Caid IDE 500. $179.00 

Supra 500XP52mbHD ^479.00 

GVP Series nHD8+ 52 mb HD .$499.00 

GVP PC286 Emulator S299.00 

At-Oncc Plus (16MHZ 286) $299.00 

Amjfia 2000 upgrades 

A 2000 Power Supply Call 

SupraRAM 8mb/2mb pop $179.00 

GVPA20OO-HC8+0/52Q-LPS .$379.00 

G-Force Combo Q30/25mhz/lmb 5649.00 

G-Force Combo 030/40mhz/4mb 51049.00 

G-Force 040y33mhz/4mb/ Call 

GVP SIMM 32 - 4mb/60na. $229.00 

Veclor 68030/25/28/33MHZ Call 

GVP G-Foree 040/28mhz/A3000 il995.00 

GVP SIMM 32 - lmb/40na. $209.00 

Modems 

SupraFAXModem V.32bis 14,400 bps $299.00 

SupraFAX V.32bi8 14.4 with Software 5339.00 

SupraFAXModem V.32 $249.00 

SupraModem 2400 Plus MNP 5 5125.00 

Video Toaster 

Toaster 2.0 Software Upgrade $299.00 

V2.0 Video Toaster $2049.00 

DPS Personal TBC IL 5775,00 

DPS Personal V-Scope $749.00 

RGB Ami-Link Call 

Chroma Key + $325.00 

SFC By Neucleus 5369.00 

Miscellaneous 

DKB McgaChip 2000/500 5269.00 

DKB 2632/4, 1 I2mb RAM Board for A2500 $489.00 

Firecracker 24bit Display Board (2MB) 5769.00 

Denise8362 , $14.95 

Paula 8364 $14.95 

ECSDcnise $49.95 

8.520 CIA $14.95 

1x4/80 Static ZIP (A3000) $20.95 

2.04 ROM A500/2000 (chip only) $29.95 

2.04 ROM A500/2000 (complete kit) $89.00 

Keybcardg (A500/1000/2000) $99.00 

Software 

Bars & Pipes Professional $199.00 

Bars & Pipes $99.00 

Super Jam! $85.00 

Patch Meister $65.00 

SyncPro/Triple Play Plus Call 

Dr. T's KCS V3.5 with Level H .$199.00 

Imagine 2.0 $259.00 

Ampex Systems Inc. 

5344 Jimmy Carter Blvd. 

Norcross, GA 30093 

(tK)t affiliated with Ampex Corporation) 



V7SA 



\^Qa To OrdCT Call: 
^^^. (800)962-4489 

For Information Call: 

9:00 AM- 6:00 PMMon-Fri 

10:30 AM - 5PM Sat, Closed Sun 

Free estimates for repairs. Prices subject to change 
without notice. Shipping and Handling based upon 
weight of order and not percentage of coat. Defective 
items exchanged for same item only, return 
authorization required. 
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MultiKick: 



Building your own 
multiple Kickstort 
device 



B\/ Dnnjl P. Marietta 



An Overview 

After installing your new Amii^aDOS 2.0 upgrade, and seeing all 
the new and wonderful features it has, yiiu thought you would never 
have to resort to running a previous versitm of Kickstnrt again. The fact 
is, howe\-cr, that some software does not vvork under 2.0, and some 
developers have yet to release updates for their software. While the 
incompatibilities are very few, there arc a couple. Maybe it's an old 
game that has since been discontinued, or another program for which 
support isn't readily available. The easiest solution would be to run the 
older version of the operating .svslem ivith which (he program is 
compatible. But since AmigaDOS 2.0 requires a new Kickstart ROM to 
be installed in your machine, swapping a ROM in and out just to nin 
a few applications, is not very practical. Tile best solution would be a 
way to easily select a different ROM wiliiout having to open the 
machine.The easiest thing to do would be to wire up a switch to enable 
or disable a ROM. However, the idea of drilling holes and installing 
toggle switches isn't exactly appea ling to most people and on a n Amiga 
500, there is hardly room to put a switch. A ninchine as elegant as the 
Amiga deserves a method that is not so crude-looking. The best 
solution would be a way to select a new ROM, using the mouse or 
keyboard. The simple circuit in this article allows you to do just that, 
and gives you flexibility in determining how you can select the alter- 
nate ROM. This circuit not only allows vou to select between your old 
Kickstart ROM and youir new 2.0 ROM, but up to four versions of 
Kickstart! You could leave out the extra two sockets if you wish to select 
only between two versions of Kickstart. No additional software is 
required to drive the board. 



Kickstart 
Plug 



Kickstart 
Socket 



Kickstart 
Socket 1 



Kickstart 
Socket 2 



Kickstart 
Socket 3 



AM pins are 
connoctod to all 
sockets, excepi 
(orpin #10, 





,ycc 




21 


it 
11,30 




^GND 



SELO 




What's Required * 

You will need only a handful of parts to complete this project. See 
Listing 1 for details. The column marked DGK#, is the part number of 
a comparable part from DigiKey Corporation, Comparable parts may 
also be available from JDR Microdevices and your local Radio Shack. 
My version of the board uses a short, 3,5-inch cable to connect the board 
to the Kickstart socket on the Amiga's motherboard. Using this tech- 
nique will allow use of the MultiKick board in conjunction with RAM 
or accelerator boards that plug into the A500 or the A2000 CPU socket, 
[f this is not necessary in your system, you could forego the ribbon cable 
assembly, and just use an extension socket of some sort, to plug d irectly 
into the Amiga's Kickstart socket. 

How It Works 

Figure 1 is the schemaiic of the circuit. You can see that the circuit 
isverysimple. The simplicity of this circuit is possible because wc take 
ad\'antage of the fact that the Kickstart ROM has t^vo "enable" inputs. 
As the motherboard for the A5CK) and A2000 is designed, the Kickstart 
ROM is enabled by use of the output enable (*OE) line. The actual chip 
enable (*CE) is permanently wired to ground. We will utilize this line 
to select which Kickstart ROM is active. If you Uxik at the schematic, 
you W'ill see that all the Kickstart ROMs are wired together in parallel, 
with the exception of pin 10, which is the 'CE line. Three connections 
to the motherboard, by means of some microclips, are used to control 
the operation of the MultiKick board. Tlie 'RESET line is connected io 
oneof the microclips to control the "loading" of the configuration into 
the flip-flops in Ul. This allows the MultiKick board to read the data on 
the other two microclips into the flip-flops on a system reset. Tliis will 
ailoiv the system to always default to a specific Kickstart 
ROM on every reset, unless you specifically tell the 
system othenvise. The other two microclips are typi- 
cally connected to one of the CIA chips to control the 
selection of the alternate Kickstart ROM. The chip U2 
is connected as a one-of-four decoder. This takes the 
outputs from the fl ip- flops, and enables only one of the 
Kickstnrt ROMs. Using the default connections for the 
SELO and SELl microclips, the default si>cket will 
always be socket 0. In the A5CX), it is possible to hook 
them to pins on the keyboard interface chip and then 
use a key or two on the keyboard to select the alternate 
Kickstart. 



□rvwing UtilTiKlicklLQ |Dala. 2.S-32 


tkiiltnr. Diryt P. fcUrtMU 


FIGUHE 1 





I WARNING: 

I TItii project will zvid i/our Commodore ivarrarily. Tliis 

project Itui been complcleti and ra'kiivd by the author. PiM 
PubUcations, bsc, makes no warranties and assumes no respon- 
sibility or liability of any kind for errors in Iheseartklesor for the 
cottset]uenccs ofntty such errors. Due to inheriejtt variation in the 
ijualityofmalcriiilsainiuvrkmanslnpofiiser-assi'mMed projects, 
PiM I'liblications, Inc. disclaims any responsibility fitr thcmfeor 
accurate function of these projects. 
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Let's Build It 

Now WL" arc ready to start putting the board together. You'll sec 
that you will be wiring all the sockets together on the pert board. If you 
instal I all the 40-pin sockets side by side, this will make the connections 
very easy. Connect all the same pins together, except for pin 10. Pin 10 
is the CHIP SELECT for the ROM — it is just wired to ground on the 
ASOT and A20()0. Commodore uses pin 12, OUTPUT EKABLE, as their 
CHIP SELECT. Now you will want to assemble the ribbon cable 
assembly to prepare for the next step. Crimp the 40-pin DIP IDC 
connector onto the ribbon cable. Orient yourself with the internal 
layout of your machine, .so you can be sure you have enough ribbon 
cable (o place the board in a convenient place, without using too much 
cable. Keep this cable as short as possible, as too long a cable could 
make the machine behave erratically. Connect the 40-pin IDC header 
socket to the cable. Install the header connector onto vour perf board. 
You have to pay attention to how you wire this to the Kickslart sockets. 
If you wired the ribbon cable assembly so that it is straight through, the 
pin layout of the header should be the same as the Kiekstart sockets. 
Check it with a multimeter to be sure, as an improperly wired cable 
could cause damage to the board and vour machine. Connect all pins 
on the header to all the corresponding pins on the sockets except for pin 
10. Pin 10 on the header does not need to be connected to anything. 
Install and wire the two ICs as shown in the schematic in Figure 1 and 
wire them into the circuit as shown. The lines marked SELO, SELl , aiid 
/RESET are connected to the microclips via 6-7 inches of hook-up wire. 
Finally, connect the capacitor to the ground and power connection on 
the board. Install if as close as possible to the two small ICs. Now that 
the board is assembled , instal 1 i t in vour machine. Remove the Kicksta rt 
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ROM and in.sert the 40-pin DIP connector into its place. Install the KOM 
you u'ant as the default into stxketO. Instal I any optional ROMs into the 
other sockets. Connect the microclip on the /RESET line to pin 5 on the 
GARY chip. Connect the microclips on the SELO and SELl lines to pins 
8 and 9 of the 8520 CIA at U7 in the A500 or U300 in the A2000. 

This configuration will allow you to select the ROM with the left 
mouse button, and/or the fire button on the joystick in the second 
mouse port. Now when you power up, the system should come up as 
normal with the default Kiekstart ROM. If when resetting, or powering 
up, you hold down the left mouse button, you will get the Kiekstart 
ROM in socket #1. If you hold down the fire button, vou will get the 
KOM in socket #2. if you hold down both the left button and the fire 
bullon, you will get the ROM in socket #3. 

Unfortunately, you cannot use the right or middle mouse buttons 
for SELl, because during a system reset, those lines become outputs 
from the Paula chip, until the CPU can reconfigure the chip when the 
machine starts to run. You could make it possible to do this yourself, by 
cutting a trace going to mouse port 0, and installing a diode and pull- 
up resistor, and connecting SELl to the mouse port directly. But wq']\ 
leave that as an exercise for more experienced readers. Now vou can 
easily select alternate versions of Kiekstart and run some of vour old 
software. 1 hope you find this project to be of good use. 1 want to 
encourage more people to get interested in building their own hardware 
modifications to their .'Vmigas. , _ 

^ -AC' 





Listing 1 




Quantitv 


Description 


DCK# 


4 


40-Pin DIP sockets (wire wrap) 


C8140 


1 


4(1-Pin DIP IDC connector 


CDP40G-ND 


2 


14-Pin DIP sockets (wire wrap) 


C8114 


3 


Microclip test leads 




1 


4.7 uF Electrolytic capacitor 


P6247 


1 


7474 TTL IC (Dual D Hip-Hop) 


DM7474N 


1 


7400 TTL IC (Quad 2-Input 






NAND gate) 


DM7400N 


1 


40-Pin wire wrap header 


92S>836-t)2-36-ND 


1 


40-Pin IDC header socket 


CSC40C-ND 




Some hook-up vvire 






A ivire wrap perf board 






A couple of inches of 40-conductor ribbon cable [ 




Some double-sidod tape (to mour 


t board to something) 
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DIglKey Corporation 

701 Brooks Ave. South 

P.O. Box 677 

Thief River Falls, MN 56701 

(800) 344-4539 



JDR Microdevices 

2233 Samaritan Drive 

Son Jose, CA95124 

(800) 538-5000 



Please Write to: 

Dariil P. Mahetlii 

do Amazing Computing; 

P.O. Box 2140 

Fall River, IviA 02722-2140 

Editor's Note, 

Receiitltf.miiltiplekickslartboardsliavebeconwavailabkfromaminuT- 

ciiil vendors such as ICDcfRockford, lllitwif, Uititech rjectronies Pli/. Uil., 
nndotliers. For a complete UsS.pleiisfsee the ne.xlissuci)fAC'sGUlDE to the 
Commodore Amiga. 
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L-ro's the bottom line: CDTV could be the most 
1 useful device an Amiga video producer could 
have. Hard to believe? 

Granted it is no Video Toaster, but it could 
improve your productions dramatically. CDTV is 
Commodore's version of a CD-driven Amiga 500 that 
is not only greatly expandable, but also functions 
more as a living room multimedia system than a 
traditional computer. If you are involved in video, 
you already have an Amiga 500/2000/3000. Why 
purciiase an additional computer in the form of 
CDTV? There are se\^eral reasons, but the most 
ob\'ious is that every major computer platform is 
investing in the future of CD-ROM. Increasingly 
complex programs, massive data collections, hi-color 
images, and other software production variables 
make floppy disk distribution costly, time-consum- 
ing, and limiting. An obvious example would be the 
Video Toaster software, which I expect wiLl be 
available in a CD version in the next update. 

Having a CD drive opens up a world of possibili- 
ties to access large amounts of data. The first step 
would be to hook up your CDTV to your current 
Amiga computer. The most popular way to do that is 
via a public domain program called PiiiNet (on Fred 
Fish Disk #400). ParNet requires a special DB25 cable which 
connects the CDTV unit to an Amiga via the parallel port, Tlie 
ParNet software on your Amiga mounts CDTV as a dexice. You 
can read it just like a 600M13 hard dri\'e. 

So what software is available in CD form? Plenty. ISO-9660 
is a CD format used by IBM and Commodore when pressing 
disks. This allows you to access IBM CDs running on your 
CDTV directly from the Amiga Workbench. IBM programs will 
not run, but any disk that contains data such as pictures, music, 
or text can easily be read with a file program such as Dirccton/ 
Opus or a graphics program that supports IBM images formats 
such as IttwgeMastcr or Art Department Professional. One of the 
major needs of a video producer is for background images, 
textures, and graphics screens, and there are hundreds of 
collections on CD for verj' reasonable costs. One of the better 
companies is called Aris Entertainment (310) 821-0234. Aris 
currently produces four CDs of images: Batik Designs (fabric 
designs). Vintage Aloha (Hawaiian shirt designs). Wild Places 
(natural landscapes), and World-View (planet and space 
images). Lately I've made extensive use of the Wild Places CD 
for background screens in production. There are 100 images 
available in several hi-res/hi-color formats on the same disk: 24- 
bit TIFF, 8-bit PCX, and 8-bit BMP. The images are all breathtak- 
ing. There are scenes of beaches, seashores, clouds, forests. 




This month: 

•Video and CD-ROM- 
Using CDTV as a 
Video Peripheral 

•What Do CDs Have 
to 



•Create a 24-bit 
Image Using CDs- 
Literaily 

by Flank McMahon 
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jungles, sunsets, rock formations, deserts, streams, and much 
more. With a palette of 16 million or 256 colors, these images are 
perfect for numerous hi-color boards such as DCTV or the Video 
Toaster, 

By the way, the graphic that accompanies this article 
includes se\-eral images from the Wild Places CD. I rendered the 
image using !i)ingiiti: 2.0 and texture-mapped the pics (the floor 
is also a Wild Places image). The CD object is a Video Toaster 
framegrab texture- mapped onto a disk primitive (to cut the hole 
I used a cylinder and Imagine's "slice" command). To put the 
logo on the Toaster CD image, I used Light 24 painting software 
and a Firecracker board. 



result is access to any type of CD using an Amiga. By the ;vay, 
there are several excellent software dealers that deal specifically 
in CDs. One of the largest is EduCorp (800) 843-9497. Call and 
ask for a free copy of their CD catalog for either IBM and/or 
Macintosh, IBM format is the safest bet if the CD is available in 
IBVI or .Viae, since it would be ISO-9660 compatible. EduCorp, 
and most dealers in general, offer many more Macintosh CDs 
than IBM pressings. 

It's no secret that Amiga developers are stepping up CD 
development. Software image collection producers such as 
Texture City are now putting their graphics on CD. Texture City 
now has a CDTV version of their popular texture set. Using 




3-D image rendered using images from the "Wild Places" CD. 



What about Macintosh CDs? As long as IBM CDs follow 
the lSO-9660 standard (almost all do), they work great on a 
CDTV unit. However, .Apple has an entirely different file 
format. Until recently, you couldn't access Macintosh CDs on a 
CDT\''. Newly released file systems now make this possible. The 
one 1 ha\e been using lately is AsimCDFS, from Asimware 
Innovations. This package is a CD file system which reads 
HighSierra and .Vlacinlosh HFS, as \vell as 150-9660 CDs. There 
are other file systems available and more to follow; the end 



Texture Cit\' and installing their 40-diskette version on mv hard 
drive using Qiinrtcrbirci: makes a CDTV \'ersion a u'elcome relief. 
Walnut Creek produces an Amiga CD which is full of public 
domain software taken from the Internet archives. But beware, 
as it does "of work with CDTV. I have the disk and ha\e talked 
with the distributors. Although it claims to follow the ISO-9660 
format, it crashes immedialelv open loading on CDTV. VN'alnut 
Creek did not test it on a CDTV unit before pressing, and its 
boot structure is anything but CDTV standard. They promise a 
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revised CD late this year which will be CDTV compatible and 
contain e\'en more softwnre. Several companies hn\'e versions of 
the entire public domain Fred Fish libraries on CD. The earlier- 
mentioned AsimCDFS file system comes with a Fred Fish CD 
included at no extra charge for an excellent buy. However, I 
prefer the set-up and the update metht)d of HyperMedia's f'ri'rf 
Fish Collection on CD-ROM. The Fred Fish disks contain 
hundreds of files and programs useful to the video director. 

Fred Fish Multimedia? You bet. On tiie Fish CD vou'il find 
clip art, ray tracing; programs, image ilisplav programs, 
animation creation tools, MIDI, miisic players/creators, fonts, 
display hacks, color palette software, scrolling text display 



upgrade path because new Fred Fish disks come out monthly. If 
you buy a CD, vou should he able to get an upgrade CD with 
the new Fred Fish releases at least quarterly. Aqiwrittm comes on 
some of the Fred Fish CDs. This excellent utility lets you scan 
the CD by text string or by category. For example, you could 
select "Graphic Utilities," and the program would scan the 
entire collection and highlight any programs that had to do with 
the chosen category. Tlic .'\quarium program was written by B. 
Lennart Olsson from Sweden. He deserves praise for creating an 
incredibly useful tool in na\'igating the Fred Fish CD collection. 

One other great feature of the CDTV unit is (hat it's an 
Amiga! While your 2000 i.s rendering frames or processing an 







CD caddy used to load disks into CDTV. 



programs, and much more. Need to cue up over-the-shoulder 
graphics for a newscast? Check out StillStorc on disk#45-i. Want 
to ha\'e a crav%'l over your \-ideo? Try TitlfCai on disk #300. 
You'll be \'erv surprised at how manv programs and utilities on 
the Fred Fish CDs can be used to enhance your video produc- 
tions. The price is very reasonable (under $75 to SlOO) when you 
consider the huge amount (600MB) of softv\-are you arc receiv- 
ing. Several CD developers produce \'ersions of the entire Fred 
Fish collection. When choosing one, make sure there is an 



animation, vou can multitask bv using your CDTV as an off-line 
Amiga. Most video-related program,s will nm just fine on a 
CDTV. The CDTV unit has only 1MB standard— all of which is 
thankfully chip R.AM — so vou may want to upgrade in addition 
to adding a keyboard and disk drive. A floppy disk drive is 
essential for any type of CDTV set-up. First, it lets you run most 
Amiga programs such as DcliixcPiiint IV, More importantly, it 
allo^vs you to boot off a Workbench disk rather than the CD 
drive. This is essential, because if you boot off a CD, such as a 
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Spectrum 



(tm) 



24-Bit FrameBuffer/FrameGrabber 

Grab The Moment! 

Tired of all those other digitizers that SEEM inexpensive, 
until you add in the extras? A Blacl< & White camera, a 
digitizing stand, a color splitter, a perfect freeze frame, the 
list is endless! Now introducing Spectrum, the "digitize 
from anything" wonder device for tne entire Amiga family. 
Capture beautiful, full 24-bit images from: your vCR, grab 
scenes from your favorite TV show, take "snapshots" from 
your camcorder. With Spectrum, its easy! Just watch your 
monitor, and when you see the image you want, hit the 
space barl Your image is now safely stored in the 
Spectrum framebuffer. Now send it over to the Amiga with 
another keystroke, and save it in any format you want. 
IFF24, RGBN, HAM. even GIFI Nothing extra to buy, no 
long delavs while digitizing, no being unable to share your 
images because your friends don't have the same 
hardware as you. 

So stop dreaming and get grabbing with 

Spectrum! 

Preferred Technologies International, Inc. 

14540 E. Beitwood Parkway Phone (214) 702-9191 
Dallas, TX 75244 Sales (800)878-0010 

Made in the U.S.A. Fax (214)702-9203 



Circle 120 on Reoder Service card. 

Fred Fish disk, the CDTV unit will nut normally allow swapping 
of S€\'eral C IDs in one session. Ejecting a CD triggers a system 
reboot. This is a safety feature designed to refresh the memory 
ivhcn running different CDT\' software. Another ad^■antage to 
adding a drive is that you can incorporate a Macintosh/IBM file 
system in your floppy disk drive boot-up so vou can load other 
CD formats. Your boot disk can also be configured using your 
start-up sequence to save memory, launch programs, or 
generally tailor-make vour CD set-up. The Commodore 
Professional upgrndL' (mouse, keyboard, and disk drive) allows 
use of the CDTV off-line as an Amiga, If you hook up the CDTV 
via ParNet, then the Commodore package can be a\'oided 
because vou won't really need it. You can do everything from 
your 500/200/3000 screen. Hovve\'cr, I would still recommend 
adding a floppy disk drive. 1 am currently using RocTec's black 
external disk drive for CDTV and have had excellent results and 
no problems. 



also a CDTV genlock available as well as a DCTV rcsoUilion lii- 
color display board in the works for more variables in the 
future. Did i mention sound? CDTV has N4IDI in and out for 
miusicians. The real fun comes from se\'eral CDTV programs 
which let you alter and program your CD music, which many of 
LIS use in almost all video productions. 1 have been using a 
program from Microdeal called CD Remix which gives unlim- 
ited control over creating remixes, looping, and e%'en adding 
digitized speech. 

This is beyond simple programming. CDTV software is 
rapidly expanding to allow total creative freedom over produc- 
ing CD soundtracks for whatever production you have in mind. 

Why hook up a CDTV with Par.Net instead of just getting 
an internal CD drive for your .Amiga 2000? Well, honestly, a 
dedicated CD drive would be cheaper, but not really by that 
much, CDTV software is expanding, and while CD drives for 
the Amiga aspire to be CDTV -compatible, they traditionally 
come up short. A CDTV unit is the only 100-percent CDTV- 
compatible unit out there. Internal CD units won't be able to 
provide the additional graphic capabilities in store for CDTV as 
well as specific CDTV features such as the full-motion video 
CD-XL format used by several CDTV programs. iAnother point 
is that CDTV is a lot of fun! When you're not using it for \'ideo 
production, there is a wealth of fine software to choose from. I 
have about 20 titles and am constantly amazed by the depth and 
wealth of information that can be gained by 600MB programs! 
Before this starts to sound like a Commodore press release, 
CDTV is far from setting the world on fire. Sales are slow, but 
software and hardware development is slowly building exactly 
as the Amiga 1000 did during its early stages years ago. Amiga 
1000 users knew what they had back then as CDTV owners do 
riow — tomorrow's technology. CDTV's visual-based organiza- 
tion fits right into video production work. With a wealth of CD 
software from every major computer platform and numerous 
hardware options available, a CDTV unit may give you more 
bang for your buck than your current Amiga. It is one option 
that any video producer should in\'estigate. 



•AC* 



For a complete check of all the titles available for 
CDTV, see the latest AC'S GUIDE, 



Genlocks and other video de\ices should work fine on 
CDTV as well. Genlocking your CDTV (running a DeluxePaint 

animated title) over your Amiga output (animated background) 
could ha\e limitless possibilities. Maybe run your CDTV into 
your Video Toaster and fly in some animated DeluxePaint 
creations? 1 say maybe only because I have yet to try this, ll 
should be noted that the CDTV unit outputs rock-steady, full- 
color composite output (not to mention Super-VHS and RF 
output as well), which should open up a variety of uses. There is 
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R O O JM*^ E R S 



by Iho Hiindilo 



{These statements ami projeetimtf pren'iitcd in 
"Roomers" are rumors in the juiresl sense. The 
bits of information are gatlwrcii In/ a tlurd-pnrlii 
source from whispers iii^iite llie iiulustry. At 
press time, the^' rumors reimiiii luuinifiniwd 
and are printed for cntertiiinineut I'liliie onlif. 
Aecordingh/, the staff and nsstxiales of 
/mazing Computing cimnol he held 
responsible for the reports made in this cohnnn.l 



The New Amiga 

Tine Bandito has talkod some about the 
capabilities of the new Amigas that will foop 
be available. Of course, many (if the details 
have been fuzzy, because of the tight 
security wraps around Commodore 
development — and to some extent because 
the final decisions on hardware configura- 
tion and pricing arc left until the very end of 
the development cycle. Still, as we get closer 
to the release date, more information is 
leaking out, and the Banditti is right there 
mopping up the data. 

Commodore has admitted publicly that 
they will be releasing new Amiga models 
this year, and that they are putting more 
effort into R&D, particularly into CDTV and 
CD-ROM development. 

The Big C finally copped to the 
existence of the new AA chip set, which was 
premiered to developers at the last DevCon. 
As the Bandito has told you, the AA chips 
support a \'ariety of new graphics modes, 
including 640x480 with 256 colors out of a 
16.7 million color palette. Also shown was 
SuperHAM mode, u-hich can displa^■ up to 
262,000 colors from that 16 million color 
palette; c»ssent!ally, this is the same as true 
24~bit color, given that the monitor has only 
about that many pixels anyway. Maximum 
resolution is up to 1280 x 1024. 

There's also support for animation in 
these new graphics modes; dual playfields in 



any resolution, and a number of improve- 
ments li) sprites. You'll even be able to mix 
resolution modes with sprites and back- 
ground screens. Animation should be quite 
fast in the 640 mode, even with all the extra 
colors. Of course, when you get to higher 
resolutions, the animation will slow way 
down. Still, it's far faster than any other 
machine in the same price range. 

Trices? Well, Commodore will wait till 
the last minute to finalize those. Based on 
past performance, you can expect that 
Commodore will probably price themselves 
lower than "comparable" Macintosh models, 
but not by much. Though that's a moving 
target now, since Apple has been slashing 
prices regularly the last year. This is a gotxi 
habit that Commodore should pick up. 
Makes more sense than lowering prices 
temporarily, then raising them back up again 
after a few months. 

The Meaning of Amiga 

what's this? You feel the familiar 
Amiga hardware is shifting beneath your 
feet? You'd Ix'ttcr believe it — and it's about 
time, too. The Amiga is now moving into the 
future, regaining its leading role in graphics 
and animation. But hardware changes don't 
mean that the .-Xmiga is now too different to 
be called an Amiga. The soul of the Amiga is 
its operating system, anyl^■ay; this is the 
source of the familiar Amiga look and feel 
we all know and love. The beauty of the 
Amiga's tightly coded multitasking 
operating system can only be fully appreci- 
ated after you've spent some time trying to 
use Windows. Take the Bandito challenge; 
Go into a computer store and sit down in 
front of a Windows machine. See how long it 
takes to redraw the screen when you resize 
or move a windtnv. Check out the way files 
are stored. Then compare this to an Amiga, 
even one running on a 68000. It is lo laugh. 



The Macintosh? Better than Windows, 
certainly, but it still doesn't multitask 
properly, nor does it have animation power, 
and the operating system softivare gobbles 
space like the federal budget eats tax dollars. 

So don't worry that Amiga hardware is 
changing; more poiverful hardware is 
always better. As long as we can keep the 
essential qualities of AmigaDOS, we have an 
Amiga. 

So v\'hat do these nei\' Amigas mean to 
the future of the Amiga? Essentially, the AA 
chipset means the emergence of a new set of 
standard Amiga graphics. Developers are 
already busy adapting to these standards. 
First to adapt, of course, will be graphics 
programs. By next summer, there should be 
several paint programs that take advantage 
of the ne\v graphic resolutions, as well as 
popular 3-D software and of course Art 
Deparlineiit Professional, the indispensable 
part of any graphic artist's totilkit. Video 
applications will also be taking advantage of 
the new modes; \'ideo titling and presenta- 
tion packages will look great with more 
colors and higher resolution, as well as faster 
animation and better sound. 

What won't change much? Word 
processing, for one thing. How many colors 
do you really need in your document, 
anyway? Disk utilities, spreadsheets, 
teiecomm software — they'll all look better in 
higher re.solution, but other than that there 
are no big changes in store. But desktop 
publishing will be improved; it'll be nice to 
see two-page displays on the Amiga, so you 
can really work on magazines and such. 

Then there are games. With the power 
available in the new chipset, the Amiga can 
once again run rings around any other 
computer when it comes to entertainment. 
But don't expect a lot of games to take 
ad\antage of the new graphics and sound 
capabilities of tlie Amiga; game developers 
notoriously lag behind when it comes to 
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adopting new hardware. A few adventure- 
some types will j;o first, and those few 
games will probably sell quite well. We may 
also see more IBM games ported directly 
over, since the new graphics modes easily 
handle VGA rcsolution.s. But until there are a 
lot of the new Amigas in the hands t)f 
consumers, don't expect to see games for the 
new mode crowding your shelves. 

Commodore will probably market the 
A500 or A 600 as a low priced home machine 
in the U.S.A. CDTV, with some enhance- 
ments, will be kept around as a "multimedia 
delivery system." Tlie rest of the new Amiga 
line will be targeted at the professional user 
in video, presentation, training and 
multimedia. 

In the future, as the Bandito noted 
before. Commodore is looking at RISC chips 
to keep up %^■ith the race for greater CPU 
power. The Big C has recently been 
negotiating ivith DEC, with an eye towards 
using their 64-bit Alpha chip as the basis for 
a new line of Amigas. Of course, AmigaDOS 
would have to be ported over, but they're 
not expecting to see any hardware on the 
market before 1994. 

The Amiga [s Dead, Long Live The 
Amiga 

It's been a wild time lately, hanging out 
on the digital grapevine. In the absence of 
information from Commodore, runxors 
having been growing like crazy- Dealers 
shrug when asked about new Amigas, since 
Commodore releases no information to 
them. It's information starvation as far as 
official channels go. Even the trusty 
unofficial sources — like the Bandito — are 
experiencing a problem with collecting data. 



VISIONSOFT 


POBOX 22.'il7. CAKM1:L, CA 9S922 


MEMORY 


miT 


2MB 


4MB 


8MB 


1X4-80 SC ZIP 


i 16.50 


- 


132 


264 


1X4- 70 SC ZIP 


17.25 




138 


276 


1X4 -70, SO PC DIP 


19.00 


76 


152 


296 


1X4 -70, 80 PC ZIP 


17.00 


68 


136 


268 


ri6X4-7O,80ZiP 


5.00 


eo 


160 


304 


256X4-70,80 


4.00 


6J 


120 


240 


1X8-70,M)SIMM 


M.0O 


64 


128 


248 


4X8-70,80!iftiM 


12.1.00 




123 


240 


4Xa.6QSIMM 


125.00 




125 


2if 


0VPSLMMJ2 


219.00 




219 


430 


BascBoird 




155 


23) 




AdK2m540 


— 


165 


230 




IVS Meui 4 


— 


169 


235 




Dalid-Iycrr RAM 


- 


157 


222 


345 


DFIycf 1000 RAM 


" 


245 


.310 


43S 


DaloFIyci 500 .SCSI . . , , 1 35 A5M Viifco Aiiflof S'l 


DFI)W iOO EXP SCSI . . .190 A223: Mulu-.Scruil 3'« 


DauFlycr lOOOSCSl ... .159 BitFoot Poncr Supply ...«•> 


Dulonycr 3XXI SCSI .... 85 GVF Combo AmI .... Call 


C-NET AMIGA BBS Softn-Jri 


•TomllyConiisunbl!! - Mulli-uscr (24 Nodes) 


•■3J)t 1.3Compittole - UUCP & Fido Net Support 


Orders Only: 800-735-2633 VISA/MC 


Info & Tech: 408-899-2040 


FAXi 40S-626.0SM BBS: ^OH-frlS-tSSO 



Commodore is having so much difficulty 
making Lip its corporate mind that the story 
keeps changing. I lere's what the Bandito 
knows for sure: new Amigas with more 
powerful graphics are on the way, but 
Commodore is still dithering about things 
like release dates, pricing, and feature sets. 
Also for sure: Commodore has been taking 
entirely the wrong approach in discussing 
those new products by not discussing them 
at all. As a result, customers and dealers are 
getting nervous about investing in Amigas 
right now. Do the current machines have a 
future? Will there be an official upgrade path 
to new features? Is Commodore abandoning 
the U.S. market? These arc the questions 
popping up all over the Amiga community. 

Case in point: the CD-ROM drive for 
the A500. Commodore swore up and down 
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they'd ship it last \'ear, then they said this 
summer, now the release date is again 
tentative, as is the pricing. Oh, and along the 
way they changed the name (it's now the 
A370), confusing everybody. So where is it? 
If the A500 is being discontinued in Europe, 
then will they ship the A570 in Europe? And 
if they don't ship it there, will they ship it in 
the U.S.A.? 

Another example is CDTV. The 
marketing strategy has already shifted twice, 
and seems to be shifting again. (Today's 
strategy: CDTV is a low-cost multimedia 
delivery method. Huh?) While there's now 
an appreciable line-up of titles, new title 
development seems to be slowing to a crawl. 
Vifhy? No hardware sales. No statement from 
Commodore as to the future of the machine. 
No DCTV graphics capability announced 
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officially, though Commodore's been touting 
it for over a year. And no price reduction to 
S500, as promised by Commodore repeat- 
edly to developers. 

This information vacuum grew so 
compelling that it even starting sucking in 
journalists. Amiga fans were shocked to 
Icam that longtime Amiga writer (and 
Amiga fan) Matthew Leeds has dropped his 
Amiga column in a general-interest 
computer magazine. His final column 
essentially claimed that there was no more 
market for the Amiga, so he didn't have an 
audience for his column any more. Curious, 
sez the Bandito; if there's no Amiga market, 
who wrote all those angrj' letters to him after 
that column? 

Next up came a column by syndicated 
computer columnist Phillip Robinson, who 
mourned the death of the .^Xmiga in an article 
carried nationwide by many ne^vspapers. He 
suggested that the only reason to buy an 
Amiga these days was as a power supply for 
the Video Toaster. This article, not surpr'is- 
ingly, got many Amiga fans riled up. What is 
surprising, to the Bandito, is that Commo- 
dore also look notice and reacted. 

Commodore has gcnerallv ignored the 
press in the past, occasionally deigning to 
issue a press release or perhaps trot out a 
product to be reviewed. Oh, some Commo- 
dore PR flack might write a letter if the 
Amiga got panned somewhere, but it's 
usually been left up to the loyal Amiga fans 
to defend their beloved machine. And 
without much response from Commodore, 
people began to wonder if they even cared 
what happened in the U.S. market any more. 

This time, though. Commodore is 
reacting quite energetically. Commodore has 
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sent a rebuttal out to the media and to their 
dealer network, refuting the article point-bv- 
point. More significantly. Commodore has 
asked that Amiga dealers and Amiga fans 
ivrite to their newspapers and to Mr. 
Riibinson to respond to his column (no 
flames, please; that hurts more than it helps). 
At the same time. Commodore has arranged 
for an interview with Mr. Robinson to 
present their side of the story, and he has 
agreed to write a new column based on that 
interview. 

Among the many points u\ 
Commodore's rebuttal were several 
interesting ones. Commodore stated that 
there would be significant product an- 
nouncements at the World of Commodore 
show in I'asadena, wJricli may represent a 
change from their previous plans. Also, 
Commodore claimed 1000 dealers in the U.S., 
which is more than many people thought 
they had these days. And Commodore 
announced that they recently signed a 
strategic product reseller agreement with 
Digital Equipment Corporation, though thev 
neglected to say what that actually entailed. 
Will Commodore sell DEC workstations or 
PC's? Will DEC sell Amigas? 'Die Bandito 
would like to know what that's all about. 

Also, Commodore is updating industr}' 
trade editors and reporters about the 
company's U.S. business strategy in their key 
professional markets. And Commodore has 
added new senior management to the 
consumer side of the business, planning a 
variety of product announcements and new 
consumer applications during the next 12 
months. 



Commodore is planning press events at 
both W^orld of Commodore and Fall 
Comdex. In the meantime, they've started a 
telephone contact campaign to talk with 
hundreds of editors, reporters, and 
freelancers v\'ho write about Commodore 
and the Amiga, Apparently, Big C has 
decided to increase the flow of information 
to the media, which is certainly a good thing. 
Especially if it can prevent more of these 
"dead Amiga" articles. 

So the upshot of all this flap is that 
Commodore has finally 'fessed up lo its new 
Amigas, and is planning to be much more 
aggressive in dealing with the press. Both of 
which are positive results. And the Bandito 
hears that Commodore is planning an 
extensive print advertising campaign this fall 
in a number of magazines aimed at profes- 
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sional markets, spreading the news about the 
power of the new Amigas. Sounds like 
Commodore is on the right track once more, 
and moving in the right direction. 

Cheaper Amigas 

So with all of these new Amiga models 
coming soon, what's to be done with the 
current inventory? Move 'em out, of course. 
Commodore announced on June 1st that it 
has slashed retail prices on some Amigas by 
up to 25'1'u. In addition, the company 
introduced several new system configura- 
tions and the new A2386SX Bridgeboard. 

Really, what also occurred is that 
Commodore ran some "promotional" pricing 
in March, because their price hikes in 
January had stopped sales stone dead. 
Noticing how things picked up when prices 
dropped. Commodore decided to make 



lower prices permanent. For example, the 
Amiga 200t) with 1084S color monitor, which 
was S1986, is now S1539 (a 23% reduction). 
Yes, it's still expensive, but it /s closer to 
reality. There'll probably be another price 
reduction by the time you read this article. 

Another configuration aimed at the 
video professional is an Amiga 2000 with a 
100MB hard drive, A2630 accelerator card, 
5MB of RAM and a 10845 monitor for S2699. 
For S500 more. Commodore will throw in an 
A3070 150MB tape drive. And for a while, 
the A300() 25/50 with with 2V1B of RAM and 
the new 20MHz Bridgeboard thrown in is 
listing $3399, and an Amiga 3000T with a 
200MB hard drive, 5MB of RAM and a 1950 
or 1960 VGA color monitor is S4499. These 
prices are supposed to expire soon, but they 
may well be extended if sales are good. 

New CDTV Stuff 

So you'd like to add a CD-ROM drive to 
your Amiga 500, but of course the A570 isn't 
around yet? Or how about your A2000 or 
A3000, which is not compatible with the 
A570? Well, a company called Asimware 
Innovations has begun shipping AsimCDFS, 
a CD-ROM File System that will allow you to 
hook up a CD-ROM drive to your Amiga. 
AsimCDFS supports the three largest CD- 
ROM file formats: ISO 9660, High Sierra and 
Macintosh HFS, as well as most CDTV discs. 
Of course, some CDTV discs may rely on the 
special CDTV ROMs for their operation, and 
those discs might not work. But better some 
discs work than no discs work, sez the 
Bandito. Oh, and Asimware throws in 
AsimTunes, an intuition-based CD Audio 
controller, and FishMarket, a CD-ROM filled 
with the public domain Fred Fish disks (from 
1 to 637). 
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A number of CD-ROM drives are 

supportod; of course, you lia\'e to ha\'e a 
SCSI conlroller handy lo plug in your CD- 
ROM drive, but any SCSI controller 
conforming to Commodore's SCSI Host 
standard should work. They've tested it with 
many popular brands of CD-ROM drives, 
including the NEC CDR scries, various 
Toshiba drives, and the Panasonic CD-501. 
AsimCDFS costs $79.00; contact Asimware 
Innovations, 101 Country Ciub Drive, 
Hamilton, Ontario L8K 5W4 or call (416) 578- 
-t916 if vou want to know more. 

PP&S Destroyed By Fire 

Tlie Bandito has some sad news to 
report about one of the key developers of 
Amiga products. On June 1st, Progressive 
Peripherals &: Software was struck by 
tragedy; their building was gutted hy a fire, 
which also destroyed se\'eral other neighbor- 
ing businesses. Steve Spring, proprietor of 
PP&S, said he couldn't put a dollar value on 
his loss, but it was significant. He vowed that 
PP&S will "rebuild from the ashes." The 
Bandito ho[>es that the Amiga communih' 
will rally around to help PP&S hy continuing 
to buy their products as they put their 
business back together. We need every 
Amiga developer ive have, and especially 
people like PP&S who create cutting-edge 
technology for the Amiga. Let's hope that the 
rebuilding goes smoothly and (hat PP&S 
returns to full operation as swiftly as 
possible. 

The BridgeBoard Gets Extended 

Commodore has finally released their 
new, more powerful BridgeBoard, just in 
time to watch the bottom fall out of PC Clone 
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pricing. Perhaps the 20 MHz Bridgcboard 
386SX priced at S959 would ha\'e been a 
great deal a year ago. But nowadays for that 
amount of money vou can get an entire 33 
MHz 386DX system with 1 MB RAM, SVGA 
graphics, 1024 x 768 monitor and 60 
megabyte hard drive. OK, you have to put 
anotlicr computer on your desk some^vhere. 
But then again, someone else can use it while 
you're using your Amiga. Once again. 
Commodore is well behind the price/ 
performance curve with the BridgeBoard; 
that's been the case e\'er since the first 
model. What should they do about it? Lower 
the price to about S500. Look, e\'en S600 
would make it a reasonable alternative. But 
lo really run todav's PC software, you have 
to add a VGA card and monitor to the 
BridgeBoard, which will run you at least 



^ Memory 
Maiiageineiit, Inc. 

Amiga Service 
Specialists 

Over four years experience! 

Commodore authorized full 

service center. Low flat rate plus 

parts. Complete in-shop inventory. 

Memory Management, Inc. 

396 Washington Street 

Welle.sley, MA 02181 

(617)237 6846 
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S350, if not more. 

There's some other solutions from 
third-party developers. A company called 
ATOP is offering a number of different 
Bridgeboard Enhancers, for owners of 
previous 286 BridgeBoards. (You may be 
able find those BridgeBoards at fire sale 
prices, or even bundled in with A2000 
systems.) The Bridgeboard Enhancer is a 
direct plug-in replacement for the 80286 
processor in the Amiga A2286 AT Bridge- 
board (though it doesn't work in the A8088 
Bridgeboard). The Enhancer replaces the 
8MH7, 80286 processor with a 20MHz 
8()386SX processor, a proprietary controller 
chip, and a zero-wait-state RAM cache. 
Basically, you yank the 286 chip and plug in 
this replacement module, and you've got a 
tremendous speed-up. Of course, it does list 
for $449, but if you already have a 286 



The Computer 

Service and Repair Video 
AMIGA Edition 

This video represents six years of first hand 
experience repairing tltc Amiga Computer . 

Covering everything from basic theory of 
operation to our special tricks and tips sec- 
tion this video is sure to save you many 
hours of unproductive diagnostic time . For 
both the user who would like to understand 
inner workings of this amazing computer to 

the experienced technician tliis video can 
save you lime and money . 

Send your chiitk or monej order for 
$39.95 -K$5.00sli[pplng&liandHng lo 

J & C Repair 
PO Box 70 

Rockton PA 15856 



Allow 4-6 weckj for deliver 
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BridgeBoard and would like to make it really 
speedy, that's a good deal. 

They also offer the Bridgeboard 
Multifunction Card, which gives you all the 
I/O that Commodore left off the Bridge- 
board: A 1024 ,x 768 SVGA color graphics 
adapter, an IDE hard drive controller, a dual 
floppy drive controller, dual serial ports, a 
parallel port, and a bus mouse, all on one 
card for $299. That'll sa\'e you from cheiving 
up your Amiga slots and your Amiga ports 
with IBM peripherals. ATOP alsu has a RAM 
card lor the BridgeBoard, a math co- 
processor, and a slick little combo-drive that 
has both a 3..t" drive and a S.25" drive in one 
small case. Best of all to the Bandito, you can 
get a monitor switch to switch bettveen 
Amiga and VGA graphics on a single 
monitor, with cables, for S59. ATOP is at 
11914 Girdled Road, Painesville, OH 44077 
(216)352-8471. 



PSST! 
Do you know of any rumors, 
gossip, scuttlebutt, or just plain 
dirt? If so, become a professional 
tattle-tale and pass these tidbits 
on to: 

The Bandito 

c/o Amazing Computing 

P.O. Box 2140 

Fall River, MA 02722-2140 
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John Kubo completes his animation for 
the Amiga Art Corner video project. 

(SICKiih h conlinuai from page 96) 

Tlie nth student wss a surprise. Mael 
Gerard (Wlh grade) spoke only Frcncii, and 
was visiting the event from his home in 
South Africa. According to Mr. Kass, "The 
SIGKids, recognizing his illustration sliills, 
asked Mael, using SIGKid.sCiiair, CocoConn, 
as a translator, to illustrate specific subjects 
lobennimaled." 

Tliis was just a small segment ot the 
students who had been recruited from the 
greater Chicago area. While (he Amiga .^rt 
Corner SIGKids were producing a video, 
Students with other interests \%'ere working 
on other computers and participating in a 
varietv of seminars, lectLires, and product 
demonstrations. The Amiga SIGKids were 
one of only hvo groups with the goal of a 
completed project to achie\'e. 

Some of the other fascinating evliihits 
included an interacti\'e rock (created \vith 
the Macintosh) and a room of animated 
Legos. The Lego eshihit used several differ- 
ent computers including the trusty .Amiga. 
Tlie SIGKids concept was under the 
control of SIGKids Chair, Coco Conn. Ms. 
Conn used a varietj' of smiles, laughter, and 
a strong S'oice to do e\'erything from an- 
nouncing demonstrations in other areas of 
the SIGKids center to giving away t-shirts 
and buttons. 

Aside from working ivith the latest 
hardware and software available, the 
SIGKids were exposed to the larger world of 
computer graphics. A number of notable 
industrv leaders pro%'ided presentations on 
different platforms and aspects of computer 
graphics. Todd Rundgren of Utopia Soft- 
ware, known for hisextensi \-e use of Ne wTek 
Video Toaster effects in his music \'idcos, 
provided a presentation on digitalvldeo pro- 
duction. 

Was it all worthwhile for the students? 
Attheend of the video created by the Amiga 
Art Comer SIGKids, the credits roll over a 
live shot of the SIGKids talking with Ms. 
Conn. Assheasks thestudents if they would 
like to come back next year, lliey ansuer her 

with a unanimous ves. 

•AC" 



SIGGRAPH '92 

Thousands see the latest in 
computer-generated graphics 



SICGRAFH '92 once again presented 
the best of current computer graphic talents 
and techniques, .is well as suggested the fu- 
ture of this rapidly growing art form. Discus- 
sions ranged from film and tele\ision break- 
throughs to fine art applications. Corpora- 
tions as well as individual artists demon- 
strated their abilities that ranged from inter- 
active art to full virtual reality. 

SIGGRAPH Features 

The SIGGRAPH Art Show contained 
some of the most amazing 2-D and .^-D art 
seen today. The exhibition not only contained 
finished pieces, but \\ as .ilive with artists who 
were denionstrating techniques and creating 
pieces during the exhibition. 

SIGKids (please see And furlhmnore... 
on page ''h of this Lssue) proxided an educa- 
tional segment to SIGGRAPH. Students were 
selected throughout Chicago to listen toguest 
speakers, take part in projects, and create 
with the best sofhvare and hardw-are avail- 
able. The Amiga was thoroughly represented 
in this arena with a special section called The 
.■\niiga .Art Comer. 

Other Computer Platforms 

While both IBM and .-Xpple Computer 
\vere exhibiting, Silicon Graphics capttired 
center stage with an enormous booth filled 
with IRIS workstations. Silicon Graphics In- 
troduced RmlityEnginc graphics for the IRIS 
Crimson'''' workstations and IRIS Po\ver 
Series™ supercomputing systems. 
Reality 1-ngine graphics allows users to create 
and manipulate complex graphics for use in 
simulations, videos, and virtual reality pre- 
sentations. 

SIGGRAPH attendees waited in several 
long lines to participate in a \ariety of virtual 
reality demonstrations presented by Silicon 
Graphics. From a submarine that explored 
the ocean floor to a f!\'ing scooter which trav- 
eled quickly through a forest, people were 
allowed to explore compuleri/ed realities. 

Amiga Vendors 

Newlek did not exhibit on the show 
Hoor.but held aprivatescreening on Wednes- 
day evening at the Palmer House Hilton, 
away from the exhibition site. Along with the 
Vidi'o I'miiii-y, .NewTek displayed Todd 
Kundgren's latest video product from Utopia 




Juan vs. Godzilla using PLAYfVlATION 

Software. VideoMedia also used the Amiga 
withNewTek'sVideoToastertodemonstrate 
the new video effects available with Toaster 
2.0. 

Programs Plus and Video of Chatham, 
Ontario, Canada were promoting both 
.Activa International's Real .iDand the Fusion- 
Forh/ accelerator board from RCS Manage- 
ment, Inc. Real 3D is a solid modeling, ray 
tracing, and animation tool which allows real- 
time positioning of wire frame objects. With 
object surface mapping, real materials, ani- 
mation creating and editing, and a user- 
friendly interface, Real 3D offers an exciting 
Amiga graphics application. 

The Vi\id Group presented iheMmidala 
Virlwd RailitifSvfU-in. Tliis interactive system 
allows users to be placed directly in the action 
occurring on the screen. Two Amigas were in 
use. One demonstrated the Mandala 
authoring system, while the other allowed 




Silicon Graphics offered virtual reality in 
a wide variety of Amusement rides." 
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Tea Time Rebellion, an animation created with Will Vinton's 
PLAYMATION, to be released for the Amiga September, 1992. 

attendees to participate Ln a Mandnia reality. Participants walked 
through computer-generated corridors to choose one of four sec- 
tions — sports games, video games, music instruments, or art pro- 
grams. In the sections, the participants ;vere allowed to choose one of 
six different activities. Theaiidience participation displav was a great 
way for the attendees to see the Amiga liandling computer-generated 
realities. Mandaia is now in use by a diverse list of customers including 
the Smithsonian and Nickelodeon. 

Anjon & Associates announced Will Vinton's PLAYMATION for 
Microsoft Windows and the iBM 386/486 with the Amiga version to 
be ready by September 1992. PLAYMATION, subtitled 'The Three 
Dimensional Motion Picture Studio," uses techniques similar to 
Clavmation®. Claymation is the clay animation method created bv 
Will Vinton Studios and made famous in their creation of the Califor- 
nia Raisins'^', 

According to information supplied by Anjon &c Associates, 
PLAYMATION offers a new approach to 3-D graphics based on spl I ne 
patches. With PLAY.MATION, as the user sculpts and moves objects, 
the objects automatically bend and stretch to simplify the creation of 
lifelike animation. They state the package will assist in creating 
organic 3-D characters to utilize lip-synch techniques. 

Will Vinton's PLAYM.A.TION is promised to supply rich and 
colorful animation u'ith all the necessary elements of reflections, 
shadows, and textures. Created originally for the animators at Will 
Vinton's studios, PLAYMATION was designed to produce animated 
real characters that can move and talk. The software provides the 
capability of directing animation figtires to show flexibility and emo- 
tion. 

"Joyride" is an animated film created with PLAYMATION. The 
short film and its futuristic stars provide a quick look at the possibili- 
ties of this software. The animation is flawless and quicklv forgollen 
as you watch the characters. PLAYMATION may have provided tlie 
tools required to produce spectacular animated films and presenta- 
tions. We anxiously await the final release of this product on the 
Amiga to pro\'ide a full revieiv. 



Will Vinton 5 PLAYMATION 

714 Eost Angeleno. UnitC 

Burbonk.CA 91601 

1eiaia£i6SS51 

FAX 818 998 7925 

Inquiry #249 

Pfogroms Plus and Video 

544 Queen SIreet 

Cholham. Ontario, Canada N7M 2J6 

161519 434 0988 

FAX 519 351 1334 

Inquify #250 



Videomedia, Inc. 

175 Lewis Rood 

Sen Jose, C A 951 11 

Tel 408 227 9977 

FAX 408 227 6707 

Inquir/*2S1 

Vivid Group 

317 Adelaide St. West #302 

Toronto, Ontario, Canada riASV 1P9 

tel 416 340 9290 

FAX 416 348 9809 

inquiiy #252 
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Please use a FREE AC Reader Service card to contact ALL 
advertisers who have sparked your interest. Amiga product 
developers want to hear from you! This is the best way they hove 
of determining the Amiga community's interests and needs. Take 
a moment now to contact those companies featuring products 
you want to learn more about. And, if you decide to contact an 
advertiser directly, please tell them you sow their advertisement 
in Amazing Computingi 



Advertiser 


Page 


Reader 
Service 
Number 


A.S.D.G. 


Gil 


102 


Airscope Software 


77 


111 


Amiga Exchange of Connettcut 


77 


109 


Ampex Systems, Inc. 


68 


107 


Commodore Business Machines 


11 


101 


Creative Computers 


88 


119 


Creative Computers 


89 


119 


D.K.B, Software 


CIV 


194 


Delphi Noetic Systems, Inc. 
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J&C Computer Services 


78 


165 


Mach-Ten 
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15 


183 


Preferred Technologies, Inc. 
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Preferred Technologies, Inc. 
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Progressive Peripherals & Software 39 
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SAS Institute 
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•Advertiser prefers to be contacted directly, 
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Ultima VI (by Origin) 

TliL' Siimc cheats used in the MS-DOS version of Ullim,i VI .iic jppli- 
cnble lo the Amigti version. Holding doxvn the ALT key then pressing 
2, then 1 , then 3 will gi\'o a very handy aerial view of the area in which 
you are. This is a great aid when mapping out mazes. 
Another great tip is to say "Spam" three times to the character Lo!o, 
followed by "HumbLig." This allows access to a secret menu which 
allows you to change the attributes ol vour characters. Change the 
heal th, hi t points, as well as add useful items to the character's inventory. 
This is a great way to renew the health of your characters after a battle. 
You can alst) change some of the game's status flags. However, it is not 
recommended that you do this if you are playing with the original 
game diskettes. Make backups first and use them instead. 
Here are some more useful items to add to vour in\'entorv: 



Item Number 


Item 


18 


Magic Helmet 


8 


Magic Shield 


23 


Magic Armor 


28 


Swamp Boots 


48 


Glass Sivord 


63 


Lock Picks 


79 


Lightning Wand 


89 


Gold Nugget 


80 


Fire Wand 



(Courtesy of Hank Hodgiii, Uiwrencevilte, GA) 



Gods (by Konami) 

hlere aie some le\'el codes Avhich vou can try. Each le\-el starts vou off 

with $80,000, which you can spend in the shop at the beginning of each 

level. 

level 2 CEL 

level 3 UMl 

level 4 OVO 

(Coiirtesi/ of Am Arzouiimri, Toroiilo, O)ttario, Caniuin) 



Populous II (by Bullfrog/Electronic Arts) 

Type in the following password and you will be able to start the game 

with full power; ADKIUCMCZNDIEINL 

Type it in during the "Choose your deity" screen, 

(Conrtivy of Dnisiiko Eliiniiidc, Biii^hloii, MA) 

Congratulations 

Hank is the winner of Clohd Effirl, the game shown in last issue's 
column. Congratulations, Hank! 



To enter, send in your HO T TIPS on your Amiga games to: 

HOT TIPS 

P.O. Box 2140 

Fall Ri\'er, MA (12722-2140 

Win a free game! 
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This 
month's 

P^'^®' Accolade's 

Elvira IhJaws of Cerberus 

Winner's iiaiite will be published next issue. 
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Black Crypt 

by Miguel Mulct 



You know you're dealing 
with an evil guy when e\en ban- 
ishment to another dimension 
won't hold him. Such is the case 
for Estoroth Paingiver, an evil 
cleric imprisoned in another di- 
mension due to the unspeakable 
acts he and his creatures had 
committed against the citizens of 
Astera. Somehow Estoroth is 
slowly gaining access to this di- 
mension once again, and the only 
way to stop him is to retrieve four 
magical weapons, which can be 
found in his old lair. Naturally, 
the dungeon is not unprotected, 
but at the same time many useful 
items to aid in your quest can be 
found in the same hnlls. Will you 
dare enter Estoroth's Black Cryptt 

A new Dungeon & Dragons 
game from Electronic Arts, Black 
Crypt (S49.95) once again puts a 
party of fou r people into imminent 
danger, all the while trying to 
protect humanity from the ravages 
of an evil necromancer. Each of 
the four adventurers comes from 
one of the Four Guilds of Astera: 
The Guild of Fighters, The Guild 
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of Clerics, TheCuild of Magicians, 
and the Guild of Druids. Each of 
the Guilds has its own spells, and 
thus each party member has spe- 
cial abilities which help the group 
as a whole. Each individual also 
has qualities which can be varied 
at the start of each game. These 
attributes include strength, wis- 
dom, dexterity, and intelligence. 
Once you have chosen faces, 
abilities, and names for everyone 
in your party, you are ready to 
face the dangers that await in the 
dungeon beloiv. Maneuvering 
your party through the Black 
Crypt is easy, using the mouse- 
driven interface. To move the 
part^', just click on one of the six 
directional arrows at the right of 
the screen. Your view is shown in 
the large window at the left. The 
status of the entire party is shown 
by the gauges at the bottom of the 
screen. These indicators are rather 
simple; to bring up more detailed 
information on the character, one 
presses the right mouse button 
over the appropriate eharactcr'.s 
status box. This brings up a screen 
from which you can check the 
character's inventory (including 
his armor, clothing, and weapons 
status), or how the individual's 
attribute status is coming along. 






Arriving at the site of the Black IVar, 
you discoirer that you are not the 
tirtt to venture into the Tomb of the 
Four Heroet. The once-teaied entrance 
to the dungeon hai been forced, and 
among the many bones and relics left 
behind in the Black War are the remains 
of dozens of unfortunate adventurers; 
their u'eapons and their journals may 
help you sumive the perils of the 
etacK CRVPT.... 
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Be brave and explore the dungeons In Black Crypt. 

The gam© was developed by Raven Software and 

is distributed in the U.S. by Electronic Arts. 
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Fighting is justas easy, and is 
often necessary, throughout the 
dungeon. Just click with the left 
mouse button over the character's 
face at the bottom of the screen, 
and this activates his or her 
weapon. Picking up items along 
the way is as easy as clicking on 
the object in the viewing window, 
and dragging the object to any of 
thecha factor's hands orinventory 
screens. 

The dungeon graphics are 
smooth and fairly well done, al- 
though the animation of the ag- 
gresst>rs found in the tunnels is 
not spectacular. Gameplay moves 
along at a quick pace, accompa- 
nied by a limited number of sound 
effects, which are quite well done, 
such as the sounds of doors clos- 
ing behind vou, or minions of 
Estoroth approaching before you. 
'ITie manual is well written, and 
(he three-disk game can be in- 
stalled on a hard drive without 
difficulty. There is no copy protec- 



Biack Crypt can act as an 
introduction to Dungeons and 
Dragons-style games. 



tion, at least not in the review ver- 
sion. Other nice features include a 
pause control, and the ability to 
find your coordinates via the 
fighter character. Although this 
feature doesn't completely elimi- 
nate the pen and paper you'll need 
to map your way tliroughout the 
crypt, it certainly is helpful. 

All in all. Black Crypt is a 
good interpretation of a dungeon \ 
and dragons type game. If you've 
played this kind of game before, it 
really isn't very different. If, 
however, you are an a ficionado of 
this genre of game, it certainly 
gives plenty of new territory to 
explore. Thus, if you're an expe- 
rienced adventurer who needs a 
few new rooms to explore, or 
simply a novice who'd like to try a 
little D & D, tr)' venturing forth 
into the Black Crypt. 
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Wild Wheels 

by Miguel Mtikt 

The 21st ceiiturv will no 
doubt bring niiUiy neu' wonders 
to the world, including the prus- 
er-valion of our spaceship Earth. 
To accomplish this, however, it 
seems our progeny have almost 
completely given up fossil-fuel- 
buming \'ehicles. Instead, they tool 
around the motorways in electric 
and solar cars. The only problem 
u'ith this is that it is, yawn, horii!g\ 
Thus, the 21st centLiry sport of 
Willi Wlkvh ($44.y5) vvas estab- 
lished. Any qualii^icd driver can 
relive the pleasure of dri\-ing a 
powerful gasoline engine by 
signing up topiay on a Wild Wheel 
team, The game is simple: a high 
tech version of soccer, in which 
you try to push a ball into a goal. 
The "wild" part is that you're 
doing it in cars, and just as im- 
portant as scoring goals is de- 
molishing the vehicles of the op- 
posing force. 

Starting is simple: just regis- 
ter yoitr name, and you're gi\'en 
1000 credits with which to as- 
semble your first Wild Wheels 
team. A team is made up of five 
cars, each with an assigned role: 
blocker, guard, killer, or fetcher. 
You always assiiine the role of the 
strike vehicle, the fifth classifica- 
tion of player, but you can have 
any combination of other plavers 
you choose. While you can choose 
the starting positions of all the 
\ehicles, the computer controls the 
other vehicles on your team. At 
first, you'll start off in the smallest 
class of car, but as you accumulate 
your winnings, you'll be able to 
move up into other divisions. 



With \'our team assembled, 
you're ready to move into the 
arena, which features a "magno- 
surfaced" 200-meter by 120-mcter 
playing field. There is a goal at 
each end of the field, and points 
are scored for each ball that is 
pushed into the goal. Tlie closer 
vou are to the goal, the more points 
vou'll receive. That's because it's 
harder to stop your vehicle closer 
lo thegoal, and if yourcar ventures 
forth into the goal, it explodes! 
And speaking of explosions, vou 
can still win a round u-ithout scor- 
ing a single goal by running into 
each \'ehicle on theopposing team, 
thus destroying it. Points are also 
scored just hv keeping the ball on 
your opponent's side of the arena. 

As if that weren't alreadv 
enough action, there are other 
goals to which your team should 
be geared. Periodically, a tile will 
appear on the playing field which 
enhances your vehicles — better 
tires, more speed, more fuel, ac- 
celeration suits, full licenses, and 
weapons, to name a few. Some 
enhancements can be used only at 
higher levels, so the player must 
decide whether to keep them for 
use later, or sell them at a profit, 
All tiles which appear on the field 
must be collected by the strike 
vehicle. 

Provided on a single disk, 
the gamecan be easily copied onto 
a hard drive. Copy protection is 
accomplished via the keyword 
look-up method. The 40-page 
manual goes over al! the essential 
details of gameplay, but the best 
wav to Icam is to pick up the jov- 
stick and play. 
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The playing screen is d i v ided 
into three major portions. The 
Icfhnost portion of the screen re- 
veals theaitribtites that thepiayer 
has collected, while the center 
portion of the screen is devoted lo 
a view of the playing field. There 
are three a\'aiiable views, plusone 
overhead \'iew of the field. The 
right portion of the screen reveals 
the scores oi both teams, along 
with a radardisplavof the plaving 
area. 

Graphics and sound effects 
are mediocre, but gameplay is 
more important in Wild Wheels. 
As driver of the strike vehicle, the 
player assumes control of most of 
the game. As team captain, how- 
ever, the playermust decide what 
types of \ehicles to place on the 
field, and what positions they 
should occupy. At first, action is 
more important than strategy, but 



as the game progresses, the player 
will find that the types of vehicles 
and their positions become very 
important, liach new class of ve- 
hicle, both as friend or foe, in- 
volves the player in learning the 
intricacies of the car type. The 
amount of variation is what makes 
Wild Wheels rcplayablc. 

Overall, Wild Wheels is a fair 
action game for the Amiga, 
linough elements of strategy are 
in\'olved to make the game more 
than a demolition derby, yet 
enough action is retained to make 
the game enJ4)vable. Learning to 
control each \'ehicle doesn't take 
too long, so that most players will 
progress through each class at a 
satisfactory rate. If the freeways 
are getting on vour nerves, why 
not jump into one of these Wild 
Wheels rather than getting a ticket 
in a real one? 
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Gods 

bi/ Miguel Mtik't 



Greek mytliology is full of 
interestingstories, mainly because 
the so-called g<xis possessed so 
many "human" qualities. They 
were jealous of one another, en- 
joyed exercising thei r power over 
lowly human beinj;s, and, in gen- 
eral,seemed tocrcatc more trouble 
than good. It was because of this 
attittide that the gods made man- 
kind a most generous offer: rid 
their great temple of the evil 
monsters that have taken posses- 
sion of the ci tadel of the gods. The 
human who did so would be 
granted one "favor" from the 
brethren of MountOlympiis. Little 
did they know that one human 
was brave enough to accept their 
challenge,and hisonc wish was to 
join them asan equal, thus making 
him immortal. The gods are 
counting on not having to grant 
that wish, but you, as Hercules, 
can prove them wrong. Will vou 
challenge the GruJ.s? 

Gods (S-W.yS) is a surpris- 
ingly good action-adventure game 
from Konami. In it, you assume 
the role of Hercules, trying to re- 
take the Citadel of the gods which 
has been overrun by all sorts of 
nasty creatures. Armed with just 
your raw courage and brute 
strength, you must also use a little 
gray matter if you're to overcome 
all the dangers awaiting you. 



bP Hercules must traver.se kiur 
levels, each of which is subd i vided 
intoat least three smal ler "worlds." 
The first level is the city, which 
leads to the temple of the gtwis. 
Below the temple lies the laby- 
rinth, and under that the under- 
world. If you defeat the master 
guardian of eaclile\'el, you become 
immortal. 

Gameplay is rather straight- 
forward, using solely the joystick 
(o maneu\er the main character. 
Jumping is accomplished by mov- 
ing the joystick up and to the left or 
right, while ducking or stooping 
to pick up objects is performed by 




pulling the joystick down. Objects 
found along the way increa.scvour 
wealth, health, and strength. 
Weapons can be purchased in 
stores found along the way, or 
enlianced simply by finding ac- 
cessories scattered throughout 
each world. Strength i.s improved 
by eating food and specia 1 potions. 
Obstacles are either those 
which you just blow away using 
your weapons, or are puzzles 
which must be thought about 
Ciirt'fully in order to achieve an 
objecti\e. A classic puzzle in this 
ga me is topositiona seriesof levers 
appropriately before a lethal trap 
will gi\e way. Other puzzles must 




be solved in order to reach a neo 
sary key, or other item. Thus, Cods 
transcends the boundaries of a 
normal action game and tries to 
add some strategy to gameplay. 
Luckily for the gameplayer, the 
gamble pays off and makes Gods 
an interesting and entertaining 
adventure. 

The graphics are well done 
throughout, featuring smooth 
horizontal and vertical scrolling 
playing fields. The characters, 
monsters, and objects are almost 
all animated, and soimd effects 
accompany the retrieval of items 
as well as the devastation of your 
foes, with a 
scream or two 
if you lose 
yourownlife. 
The three 
lives pro- 
vided seem 
barely 
enough, but 
the longeryou 
play, the fur- 
ther you get. 
The custom 
soundtrack 
played during the introduclion is 
well written and is beautifully 
synchronized with the intro's 
changing graphics. 

Provided on hvo copy-pro- 
tected diskettes, the game also uti- 
lizes a code sheet from which a 
four-digit code must be entered at 
the start of the game. Games in 
progress cannot be saved, but the 
player is given a password as he 
advances, which can be used to 
restart a game close to where the 
player left off. The game does 
implement a pause feature, and a 
restart feature as well. 

Although there are several 
similaraction-arcadegameson the 
market today. Cods combines just 
enough action with puzzles to 
make the game both fun and 
challenging. So if you've ever 
thought you'd like to become im- 
mortal, why not try to join tlie 
Cods on Mount Olympus? 



Left: Hercules defends himself 
against one o( many strange foes. 

Above: The hero of Gods, 
Hercules. 
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Bv now it's safe to sav that 
most of the people on this planet 
ha\'e heard of Psygnosis' block- 
buster computer game, LomjijJisjs. 
While most other computer 
i;.iniL'rs mav h.nc alreadv begun 
calling I'sygnosis "those Lem- 
mings people." we gamers in She 
.Amiga market know better. Sure, 
I.fmming.s is a great game. 15ut to 
.Amiga gamers everywhere, 
Psygnosis u'as founded upon the 
iHoqiu'tit game design principle 
irirsl articulated in games like 
h\cimcf and Shadow of the BciKt — 
destroy e\'erything that mo\'es — 
twice. 

Now with their latest release 
for the Amiga, Agomf (S4y.')5), 
Psygnosis has returned to i ts roots 
of freneticarcade action. In Agony, 
vou assume the feathered guise of 
a magic- flinging owl wlm must 
blast through si.x increasinglv dif- 
ficult levels of assorted monsters. 
True to the side-scrolling "shoot- 
em'-up" genre of arcade gaming, 
your owl is positioned at one side 
of the .screen, while animated en- 
emies stream from all areas of the 
screen, trying to block your path. 

To clear out tho.se enemies, 
vou ha\e plenty of firepower at 
your disposal. In addition to a 
forward-shooting magic blast, vou 
can collect scrolls and potions 
along the wav to aid \ou in vour 
journey. Up to 10 special powers 
are available, ranging from com- 
plete invulnerability to a rotating 
shield of fireballs. All the action is 
controlled with a jO)'Stick, although 
thespacebar can be used to acti\-ate 
the spell selection menu if desired . 

Graphics, sound, and ani- 
mation are up to the usual 
Psygnosis standard of excellence. 
The animation of your on-.screen 
alter ego — Alestes the Owl — is 
especially well-done. The size of 
both \-our owl and the enemies 
arraj'ed against you is rather large, 
pleasing to the eye but leading to a 
cramped playing area — there just 
isn't niLich room to maneuver. 
Sound effects are excellent, and 
the music which plays during the 
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introduclion is very welt duru'. 
UnfortLinolely, much of the music 
which plays during gaincplay is 
quite short and repeats often, bc- 
coniing more of an irritant than ,!n 
enhancement to j;ameplay. Si<r- 
prisingly. Agony is easier to play 
than most other Psygnosis titles, 
makingit a good game for younger 
chikiren who might become frus- 
Iraled with such arduous arcade 
chal lenges a s Shadoti' of the Beast or 
Hiiylwriau II. Like most Psvgnosis 
games. Agony does not support a 
hard dri\'e: I keep harping im 
Psygnosis to offer hard drive 
support, although it appears my 
gripes are frilling upon deaf ears. 
Requiring only 512K RAM and 
Kickstart 1 .2 or higher. Agony did 
work fine on all the Amigns I h.id 
ii chance to test it on, including an 
A3000. 

In the final analysis, Agonv 
doesn't break much new ground. 
Except for being the first game 
that features,! fireball-spittingou'l. 
Agony hasa great deal incommon 
with most of the other arcide-.ic- 
tion games available for the Amiga. 
Agony isn't the best game that 
I'sygnosis has ever released, nor is 
it the ivorst. Fans of Psvgnosis' 
hard-edged style of arcade may- 
hem shouldn't mind that at all. 
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The player takes the role of 
Alestes the Owl in Agony, 
Psygnosis latest shoot-em-up. 



Battlestoriii 

bij Miguel Mulct 

Why different species can't 
live in peace with each other in a 
universe as big as ours continues 
to be a myster)'. Although you can 
probably name a few of the 
"baddies" in our galaxy, this time 
it seems that the evil Kaiomarians 
are attacking the frontier worlds 
of our beloved mother Earth. In 
ord er to pro tect the hu m an species, 
you must venture forth into 
Kalomarian space, and destrov 
their ultimate weapon — the 
BatHeStorm (S49.93). 

In BattleStorm, vou must 
destroy the weapons of destruction 
of the four civilizations which 
comprise the Kalomarian Consor- 
tium. In order to do this— believe 
it or not, it's your destiny to do 
so — you man your solitary fighter 
and head off into Kalomarian 
space. Each home world of the four 
civilizations is guarded bv hea\-v 
ground forces, as ivell as large 
cruisers and motherships. De- 
stroying these enemies allows your 
ship to gain extra shield energy, as 
well as extra armament if you can 
destroy the largest spacccra ft, Wi th 
luck, you'll defeat all fourciviliza- 
tions, and live in fame for the rest 
of \'our life- 





Each level is comprised of 
f^vo stages— the first is a multidi- 
rectional lc\'el in which your ship 
is bombarded by the previously 
mentioned foes. IX-featlng them 
leads you into battle against the 
Ba ttleStorm, on a \'ertica 1 scroll ing 
playing field. Points are awarded 
for destro}'ing enemy weapons, 
although during gamepiav the 
actual accumulation of points is 
secondary to survival. 

Gamepiav is fast and furious, 
with excellent control of your ship 
in both of the two available control 
modes. The soimd track and sound 
effects are well done, and the 
graphics are sharp and extremely 
smooth scrolling. There are four 
different skill levels available, one 
in which your ship is indestruc- 
tible so that you, the pla}-er, can 
master the controls. The other three 



levels improve speed, ivhile sacri- 
ficing armor. The 16-page manual 
is quite succinct, cox'ering game 
basics for each of the computer 
systems on which the game is 
available a nd briefly reviewing the 
potential ad\-ersarics.Theone-disk 
game i.s copy-protected. 

Tlie plot of BattleStorm is 
nothing new; as a matter of fact, 
it's been reused many times. Best 
described as a space shoot 'em-up, 
the game is technically well done, 
although there is not much strat- 
egy irtxolved. If fast arcade games 
arc your bag, then you may well 
be pleased with BattleStorm. Oth- 
erwise, try before you buy. 
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A- 10 Tank Killer 
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111 tho first two months of 
19'>I, the A-IO Thunderbolt II was 
nmonj^ (he many Allied planus 
which ranged through thesmokc- 
fillcd skies over Kuwait, seeking 
out and destroying Iraqi ground 
forces. Equipf>ed with an unbe- 
lievably rugged airframe and a 
tank-shredding 30 mm cannon, the 
A-10 — affectionately dubbed the 
"Warthog" by its pilots — was un- 
doubtedly oneof the most ef fecti\ e 
weapons employed in the Persian 
Gulf War. 

Partly in response to the su- 
perlative performance of the A-Ul 
in the Gulf War, Dvnamix has re- 
leased an update to the original A- 
U) Tank Killer fur the Amiga. /\-;f) 
Tank KiUcr rl.5 (S49.95) adds a 
considerable number of new fea- 
tures and improvements, includ- 
ing M-color screen graphics, more 
missions, and an improved flight 
model. 

One of the most noticeable 
new features is the re\'amped game 
interface, ivhich now sports a coat 
of tan and brown camouflage 
(commensurate with desert war- 
fare). New digitized images pro- 



vide the backdrop for many pre- 
and post-mission actions, all ren- 
dered in the Amiga's 64-color ex- 
tra-halfbrite mode. While the 
original A-10 restricted gamers to 
comba! in Centra! Europe, A-IO 
vl.5 offers three complete mission 
sets: the first two deal v\'ilh mis- 
sionsaga i nst the Warsaw Fact o\er 
Central Europe, while the last of- 
fers seven I'ersian Gulf scenarios. 
Missionscan be flown indi\idually 
or as part of a cohesive campaign, 
where the goals of each mission 
are interconnected. 

-Although the revamped in- 
terfaceand additional missionsare 
welcome, the improved flight 
mode! is possibly the most im- 
pro\-ed aspect of the game. Pro- 
grammed with the assistance of 
code gurus Rhett Anderson and 
Randy Thompson, A-10 vl.5 fea- 
tures eight detailed settings, 
ranging from a spa re, 1 fi-color v i eiv 
for slower Amigas up toa W-color 
flight mode with dithered fill 
shapes and light-source shading. 
A500 owners without hard drives 
or accelerator boards will find 
gameptay a little sluggish, al- 
though gamers with faster Amigas 
will be rewarded by smoother 
flight and faster control response. 
This new \ersion features a num- 
ber of other welcome amenities, 
including a polished hard drive 



installation utility, support for 
analog joysticks, complete 
AmigaE)OS2,04 compatibility and 
a fact-filled, '■)2-page instruction 
manual. A-10 Tank Killer vl.5 
ships on three non-protected dis- 
kettes and will operate on any 
Amiga model equipped with at 
least 1 MBof RAM, Ktckstart 1.2 or 
higher, and either dual floppy 
drives or one floppy drive and a 
hard d isk. Once installed on a hard 
disk, A-10 vl.5 occupies a little 
over 2MB of hard dri\e space. 

Although A-10 vl.5 bristles 
with new features, a few rough 
edges remain. The digitized shot 
of a real A-10 instrument panel 
used in the game may look im- 
pressive, but only a scant few of 
the flight instruments actually 
work. A hand-drawn cockpit with 
working fuel gauge,altimeter,and 
other instruments would have 
been a welcome improvement. I 
also found that using a digital 
joystick was slightly cumber- 
some — trying to center theaircrafi 
in flight without banking left or 
right took more effort than it 
should have. Hard-boiled flight 
simulator aficionados may also 
scoff atthcfact that Ihcplane never 
runs out of fuel, as Dj'namix de- 
cided to keep things simple and 
not add the important aspect of 
fuel management to the game. 
Players can fly over the battlefield 
for hours, destroying targetsat ivi II 
until either they are shot down or 
all of their plane's ordnance has 
been expended. 

Obviously geared more to- 
wards weekend air warriors than 
dedicated joystick jockeys, A-10 
y 1.5 is, nevertheless, an enjoyable 
flight simulator of the best close- 
air support (CAS) aircraft in the 
world. One can only hope that 
Dynamix has the good sense to 
apply the considerable program- 
ming skills of Thompson and 
.Anderson towards the forthcom- 
ing Amiga version of D\nami\'s 
popular simulaiion of World War 
11 air combat, /Ices ui'ilie Pacific. 



Polirr Qiu St 3 
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"Your wife's been viciously 
stabbed. You're at the breaking 
point, bent on revenge. Can vou 
keep your temper and follow 
professional police procedure? 
Canyou keep cool while youdirect 
forensic and crime lab investiga- 
tions? Do you ha\'e the guts to 
make it as a cop in the grittv world 
of crime, corruption and gore?" 
This quotation from the box of 
/ 'olicc Qiicfl .!■ The KimimI d escribes 
the scenario that you are to take 
part in v\'hen you piny the game. 

Police Quest 3 (S59.95) is, as 
you might have already guessed 
from the title, the third in a series 
of realistic ptilice department 
simulations. The game is easy to 
get started, and the opening 
graphics and trusicsequence takes 
ad vantage of the Amiga to present 
a vivid, realistic image. Game play 
is standardized around Sierra's 
adventure game interface that will 
he instantly familiar to you if you 
ha\e played other titles in their 
product line. You should be able 
lt> learn the easy-to-masler mouse 
driven interface ver\' quickly, as it 
operates intuitively for those who 
have never played a Sierra game. 
The menu is located along the top 
of the screen, and is depicted as a 
rou' of icons instead of a standard 
Amiga pull-down menu. It's in- 
visible until you need it. There is 
no need to use the right mouse 
Initton to activate the menu either. 
just bringing the mouse pointer 
into the menu area causes it to 
appear. As with most games in 
this genre, when you first start the 
game, you will see the opening 
scenario. If you click the mouse 
button on (he Sierra logo screen, or 
at any time during the opening 
sequence, you will be gi\'cn the 
opportunity to immediately begin 
playing the game. 

The game features both 
digitized video images and hand- 
drawn digitized color scenes. 
Tliereisa stereo music soimdtrack, 
and a few sound effects are thrown 
in forgtwd measure. The program 
comes on five Amiga floppy disks. 
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and requires a 1MB Amiga 
equipped with dual floppies or a 
hard disk. You need to use Kick- 
start 1.2 or better. The sticker that 
identifies the game version rec- 
ommends a faster Amiga system. 
The system I used for testing 
is an A3000/25 with 5MB RAM. 
The software installs easily to a 
hard disk with an install utility 
that you will find on the startup 
disk. You can specify a full in.'^t.iU 
which takes over 4MB of hard d isk 
space, or a small install which will 
put only one disk {a little over 
800K) on your hard disk. When 
you run the program in this fash- 
ion, tile game will a.sk you for the 
appropriate floppy di.sks as it 
needs them. If you are an occa- 
sional player, and can't afford the 
hard disk space the full install re- 
quires, you will find this mode to 
be acceptable. However, you can 
expect much longer wait times 
during disk access ^vith this mode, 
i installed the game in both fash- 
ions on my hard disk and experi- 
mented with game play. If you 
ha\'e two floppy drives connected 
to your Amiga, the small installed 
\-ersion recognizes when you insert 
the correct disk in either drive, so 
you can have two of the four game 
play disks on-line at any time, a 
convenience when you a re playing 
the game. As you might expect, 
you will probably prefer the full 
install on the hard disk during 
game play. I had no trouble doing 
either tlie full or partial installation, 
and if you don't ha ve the directory 
you specified already made, the 
program will allow you to make it. 
The only thing you need to be 



aware of when installing the pro- 
gram is how the install utility 
works v%'hcn you specify the sub 
directory toinstall it in. Thedefault 
directory the installer wants to 
make is Sierra, and if you choose 
that, it will put a directory called 
l'Q3 inside the Sierra directory. 

Since 1 don't have any other 
Sierra games installed on my hard 
drive, I changed the DH0;S1F,RRA 
to DHl :rQ3 to install the program 
on the partition with the most 
available space. 1 expected the 
program to make only a single 
directory called I'Q.1, and put the 
program in it. What happened was 
that the program placed the game 
in a directory called l'Q3 inside the 
directory that I made, called PQ3. 
The correct v\'ay to hand le this is to 
tell the program to install on DHl:. 
It will then create PQ3 in the root 
director}'. Actually, I could have 
avoided this problem if 1 had read 
more carefully the messages that 
the inslall program pro\'ided me. 

The game has light moments, 
and deadly serious moments. 
There is a warning on the box that 
the game contains adult themes, 
and parental guidance is sug- 
gested. 

1 spent many enjo\'ab!e hours 
in trying to solve the pu/^zles the 
game presents, and like most 
games of this type, there a re plenty 
of puzzles to solve. Sierra provides 
hint books for all of their games, 
though I didn't take advantage of 
that. It is a good idea to read the 
accompanying literature thor- 
oughly as it contains many hints 
and tips for maneuvering in the 
game. You can of course save the 




game at any point you wish if you 
decide to quit, or if you are about 
to tr\' something ne^v that might 
be dangerous to your character, 
and don't want to have to replay 
the game to that point. 

I won't describe any more 
about the game's scenario than the 
quota don from the box that I used 
to introduce this revievv. If you 
enjoy ad venture /simulation 
games, you will probably find 
Police Quest 3 an interesting pas- 
time. The program has given me 
many pleasant hoursofgameplay, 
and it's one that vou probably 
won't solve in a few minutes. 

•AC* 
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Product Informdfion 



Police Quest 3: The Kindred 

Sierra On-Line. Inc. 

P.O. Box 485 

Coarsegold, CA 93614 

(209) 683-4468 

Inquiry #240 

A-10 Tank Killer vl. 5 
Dynamix/Sierra On-Line 

P.O. Box 485 

Coarsegold, CA 93614 

(209) 683-4468 

Inquiry #241 

BatlleStorm 

Titus Software 

20432 Corlsco Street 

Ctiatsworth.CA 91311 

{818)709-3693 

Inquiry #242 

Agony 

Psygnosis 

29 Saint Mary's Court 

Brookline, MA 02146 

(617)731-3553 

Inquiry #243 



(^ds 

KonamI 

900 Deerfield Parkway 

Buffalo Grove, 11 60089 

(708)215-5111 

Inquiry #244 



Wild Wheels 

Electronic Arts/Ocean 

1450 Fashion Island Blvd. 

San Mateo, CA 94404 

(415)571-7171 

Inquiry #245 

Black Crypt 

Electronic Arts 

1450 Fashion Island Blvd. 

San Mateo, CA 94404 

(415)571-7171 

Inquiry #246 
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Monrniy 

Tip Sheet^ 

Enhance your 
texture library with 
DCTV's REMAP tool 



DCTV's REMAP tool allows 
you to re-assign screen 
colors to ttie colors of a 
gradient according to 
eacti screen color's 
luminence level. 
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U.S. ORDERS ONLY: CUSTOMER SERVICE OR 

00-872-8882 310-21 4-0000 



CANADA: 1-800-548-2512 

4453 Redonda Beach Blvd., 
LawRdalB, GA 9DZB0 



G-Fbrce 030-Combo 
40/4 «999«' 

• 68030 nn^ at •iOmhz 

• 4inbgt32-BilRAM(I«nibmciiU 

• Orboofd Safin II SCSI ConhsiW 

• Hord drive mouniobie 

• AU on one boc(d 

(while suppiies losi) 



A530 TURBO 

■ ASOO HEM w«n 4(!lnhz 68030 

• Imb at 32-BII RAM axfnndable to 
fimb 

. Socket (Of 6MS2 Motti chip -Mini 
Slor to PC •mutaUji * mofei 

• Tufto fvrttch to compchWity, 
.IncKidei SCSI pQ« thru 

• DesScoiKi pow« supply incluOedl 

ASSOw/SJmbdiive '96»" 

A530 w/12(lnibdrvo ' 1099" 



ORDER STATUS 

Mon-Sal 8-B PST 
FAX: 310-214-0832 
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f Pro gives you 
the most powerful image 
processing system ever 
offered for the Amiga. Now 
wtlh JPEG comprauton and 
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Video Toaster II Video Toaster 

Factory 

Refurbished v2.0 

With Full 

Warranty only 




$2099 



00 



$^799oc 




Imagine 2.0 



The Amiga's best modeler 
gets more powerful! 

Dozens of new features re-establisli 

this as the best modeler available 

for the Amiga computer! (nciudes 

FREE Protextures 10 disit set! 



$27900 
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A2000 28mhz ^040 ...M695"" 

28mhz 68040! Up to SZmegs RAM! FREE Imagine 




Zeus 040 



Accelerator tar the AZOOO 

SCSI-2 DIVIA HD Controller <!Affl M Ann 

Z8IVII1Z OP 331VI)ii 6804D flcceleratop PV V/l IfUU 
G4Mb High-speed 32-Bit RAM Expansion bU^U 




Tlie FASTEST kZQQQ Accelerator 



Mercury A3000 with 
FREE Imagine 2.0 .^2149°° 




A2000 



A3000 



Call for system prices 



Example system configuration: 

Video Workstation: 

A2000 CPU w/KB and Newtek VideoTooster 2.0 



^2799"' 



Stort with a basic ToaslOf 2.0 machtne, ttien odd any tiord drive, 
Kard drive controller and monitor that you want. Optionalty you 
may wortt to add an accelerator and/or Time Base Corteclor 
board, or you can choose one of our pre-configured systems. 



Circle 1 19 on Reader Service card. 
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Educational, Corporate and Aerospace purchase 
orders accepted. Call (310) 542-2292 for details. 

USE OUR TOLL-FREE INTERNATIONAL PHONE LINES 

Australia 0014-800-125-712 ; Canada 1-800-548-2512; Denmark 0434-0297; France 19-0590-1099; Italy 1678-74086; 
Japan 0031-1 1-1351; Netherlands 06-022-8613; Norway 050-12029; Switzerland 046-05-3420; United Kingdom 0800-89-1 178. 



PQjy From Digital Creations 
Full NTSC Color Display 
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DCTV: A guided tour 

This easy-lo-folfov/, comprehensive . „, 



to know a 



Upgrade your Amiga 2000 or 
3000 to 24-Bit technology. 



Perfect for Video & Graphic Applications 

Discrete, RGB, 16.8 Miiiion colors 

Centaur Inciudes ttie best 24-Bit paint program - OpalPaint 
Developmenr 



ES 
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EPSOlU Scanner 



600 DPI, 24-8it full page color scanner ....^399°o 
■ 3 Q C ^'^ '^^^ ^™^ ^""'^^ ^^^^^ 

^^ ^^ ^"^ ** f. [>r;r!ll .,:. „ j.,« .-t.....^ 
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VIDEO SOLUTIOMS 
(SOFTWARE AND HARDWARE) 

IMAGE PROCESSING 
SOFTWARE 

Am DEPARTUPHT f*ftO. V 2A 159.M 

ART DEPARIMSNT CONVEnSION PAK 52.35 

ASDG MORPH PLUS ....„^.„„,..1S9.95 


DCTV ,„, 








IHA0EM4STER PROFESSrONAl. 

IMAGEHiSIER FIB6CRAKER . 

RASTER LINK „... _ „ 


.148.00 
.133.00 


3D RENDERING 
ANIMATION SOFTWARE 

ANIMATION STATION __ 34.9S 


ANIMATRIX MODELER 


.. 53.95 
- 74.35 
.. 34.95 
..84.95 
.279.00 


BROADCAST 3D FONTS - CALIOARI 

BROADCAST 3D FONTS . IMASIHE 

BROADCAST 3D FONTS ■ LIGHTWAVE 

CALIGARI II 


ESSENCE FOR IMAGINE „ 

DIGIVIEW MEDIA STATION .... 

DRAW »0 PROFESSIONAL 

IMAGINE 1.1 WFREE 

TUT0BI4L VIDEO 


.CALL 
. 169,00 
. 179,00 

.- 79.95 




iuir,iNF!nBiiuniF 


.269.00 
... 26.95 
.- <5-95 
.. 54.35 

H 2t.9S 
..54.95 


UNDERSTANOING IMAGINE 2.8 . . 

MAP MASTER . IMAGINE 

MAP MASTER • LIGHTWAVE 

MATERIAL TESIUflES 

STOKE TILES ■ WOOD EAC 

PIXEL 3D 2.0 ...„ ...... 


PRO TEXTURES . 


...36.95 


PRO TElCIUfltS VOL 11 . .... 

PRO TEXTURES VOL III .. 


.42.35 
.42 35 


REAL 3D Vl,4 


199.00 
.29.95 
. 59.95 
.. 13.95 


SCENERY ANIMATOR 2.0 

SCEHEBY ANIMATOR DATA DISKS 

SCULPT ANIMATE 4-0 


SURFACE MASTER • IMAGINE 

TEXTURE crrv 

VISTA PROFESSIONAL 2,0 . .. 


.25,95 
159.00 
..59.95 


VIST* PROFESSIONAL 

□ATA DISKS . .. ^ FKO 


i S.5S 

-.36.95 
..42,M 
.54.55 

39 95 


VIDEO UTILITIES 

DIRECTORY OPUS ... ™ . 


OlSKHASTin II _ 

TOASTMASTEB 

TOASTER TOOL KIT 


TREXX PROFESSIONAL 


75 95 


DESKTOP VIDEO 

AMIGA VISION 
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The Kitctien Sync $1595 

•Tv^o CorTiplele TBC's on one card "WoAs with any video source -S-VHSond 
Hi-8 comfwtiWe ■Optionol V/C output -Greet (or use wittttfie Video Toaster- 





These are all 

Brand-New 

no used or 

refurbistied units! 

A portable 200 dpi/ 

18-Bil color scanner. 

includes Scaniab software 

from ASDG Was W9" 

24-Bit scanning software 
included 

Now only.. *299°° 



^?^-^.D■J!.•:G Call lor 
all DEhtr shipping Intorniaiiao. EducatlQnjI, 
carpnrala and aeraspace pirrchasa D^dflps 
accaplad. Ha surcharga top Visa/ 
lUasiarCard; 4% surcliarga tar Ameplcaii 
Express; 1 % surchsrgalar Discover, 

Call i;iislinier Service at (3)01 Z14- 
0000 ror rarurn authorization. Ail rDturis 
wlltom totnorlzation niimlier (RMA3) win 
tie relusad. Returned products must tie In 
original condition and pacJoginn end muit 
tie sent back vvitliJEi 3D da/s ol cur Invoice 
date, no rstunds, tilcasG. DelecttvB i^rodiicl 
excltaojtes onlir. We make no guarantees lor 
producl psrforinance. Exchanges with unitke 
prnducts are at our optioa and subject to a 
zn% re stoekinij Ite, Prices 

anif avalJabliily ot product are subjee) lo 
change witlioul notice. Send 

money orders or cashlars check tor laslest 
service, personal checks - up to ID days to 
ciear. Include: Name, Aildress and telephone 
namber Ino P.O. Boxes, jiieasej, 11 orderln: 
by credit card Include exptrattan date ant 
bililag adtress. Call tor exactsliipping rates, 




BROADCAST TITLEH II 

BROADCASTTirLEHII 

SUPER HI.RES 

CAND0 1,6 

DELUXE PAINT 4.1 

THE DIRECTOR 2.0 „. 

OUR WEDDING ■ 34 BtT „ 

PRO VIDEO CG II _ 

SCALA 1.1 

SCREEN MAKER. 24 BIT. 
SCREEN MAKER -MAM — 

SHDWMAKER ._ 

TRANSPORTER 



. 223.30 



279.00 

89.95 

... 1 19.00 

74.95 

_.. 55.95 

129,00 

... 249 00 

59,95 

44.95 

215-00 

__ 149.00 



VIDEO ENHANCEMENT 
HARDWARE 

CHROMA KEY PLUS 

COLOR SPLITTER 

DUI RESOLVER BOAHDS 

FIRECRACKER .„ 

FLICKER FIXER 



,..359.00 
,. 109.00 
...CALL 
. 793,00 
,..249 00 



FLICKER FREE VIDEO N 239.00 

VIP VIDEO INTERFACE 109.95 

GVP . VIU.S CALL 

GVP . VIU - CT CALL 

OPALVISION _ ..,,. 999.0(1 

FRAPJIEGRABBER HARDWARE 

FRA«EGHABB£R 399.00 

PERSONAL TBC II ..™_ 799.00 

SONY XV-D300I 289.00 

GENLOCKS 

MINIGEN GENLOCK 1B9JB 

ROCGEN PLUS _„ ™™ 369,1)0 

SUPERGEN JOOOS 1350.00 

SUPERGEN GENLOCK 629.00 

EDITING HARDWARE 

BCD 2000A 

(SONV.PANASONIC'JVC) 799,00 

MEDIAPHILE SYSTEMS CALL 



NUCLEUS SINGLE FRAME 

CONTROLLER VZ.O W CABLE 369.00 

VIDEO DIRECTOR 149.00 

HOT IfJTEGRATED VIDEO 
HARDWARE 

DCTV .„ _™., 399.00 

MEOACHIP20<XISO0 209.00 

MEGACHIP W 2MB AGNUS 269.00 

PERSONAL VECTOflSCOPE 789,00 

VIDEO BLENDER „^.™,..„„ CALL 

VIDEO TOASTER 2.0 2099JM 

PAL SPECIFIC VIDEO 

HARDWARE AND SOFTWARE 

DIGIVIEW MEDIA STATION PAL 179.00 

FLICKER FIXER PAL „. 300,00 

FRAMEGRABDER 256 GREY PAL 499,00 

FRAMEGRABBER PAL 449,00 

fHO VIDEO POST PAL 199.95 

VIDEO EFFECTS 3D PAL 139.95 



Circle 11 B on Reader ServicE card. 




edited by Paid L. Larrivee 



The debate on recursion continues; more suggestions for 
Pro£essional Page and LaserJet users; and an urge to help 
document Amiga third-party support. 



Mr. Williams Sides With Mr. Green 

I'd like to come in on the side of 
Jonas S. Green on this discussion of 
"rQcur.sion." Mr. Green claims that Mr, 
Callaway's ARexx routine, found in AC 
V. 7.3, p. 91, is noi recursive. Mr. 
Callaway rebuts with: ". . .Perhaps a 
quote from a second source will 
convince vou to abandon your errone- 
ous conception of just what recursion 
is." ["Feedback," V 7.7] 

The quote which follows in the 
rebuttal is not found on page 27 of An 
Eicntnl Coldm Braid but is found on page 
127, probably a normal typo. The quote, 
however, (V lifted out of context. So let's 
have the entire paragraph from An 
Etcnm! Golden Braid; 

What is Recursion? It is what 
is illustrated in the Dialogue 
Littk' Haniioiiic Libyrinlh: 
nesting, and variations on 
nesting. The concept is very 
general. (Stories inside stories, 
movies inside movies, 
paintings inside paintings... 
(even parenthetical comments 
inside parenthetical com- 
ments!) — these are just a few 
charms of recursion.) 
However, you should be 
made aware that the meaning 



of "recursive" in this Chapter is 
only faintly related to its 
meaning in Chapter III. The 
relation should be clear by the 
end of this Chapter. 

The emphasis is mine. The rest of 
Chapter V, titled "Recursive Structures and 
Processes," is dedicated to the concept of 
postponement, that is, stacks. The next 
subheading is, in fact, "Pushing, Popping 
and Stacks"; the one after that is "Stacks in 
Music." 

What appears to be Hofstadter's 
confusion between stacks and recursion 
has, in my opinion, been well known since 
the publication of An Eternal Golden Braid. It 
is my opinion that this apparent confusion, 
as well as others, is why An Eternal Golden 
Braid is a Pulitzer Prize winner, but T have 
rarely seen it used as a primary text for 
computer science. 

Let us turn to an author whose books 
are used as primary text books in computer 
science, David E. Knuth. From The Art of 
Computer Programming, Chapter One, 
"Fundamental Algorithms," p. 305, Section 
2.3, "Trees": "The definition just given is 
recursive, i.e., we have defined a tree in 
terms of trees." Or turn to S.E. Goodman 
and S.T, Hedetniemi, p, 134, Section 3.5, 
"Recursion": 



In mathematics and computer 
programming recursion is the 
name given to the method of 
defining or expressing a function, 
procedure, language construct, or 
the solution of a problem in terms 
of itself. 

I checked several text books and 
discovered that each in turn defined 
recursion and /or recursive definition as 
defining an algorithm in terms of itself! 
Perhaps a better definition — from Victor A. 
Wagner, Jr. of Metadigm — is: "A function 
defined so that (f causes (7st'J/to be called." 
Terms are always important, so let us use 
"function" here to mean function, proce- 
dure, routine, etc, regardless of whether or 
not a value is returned. 

The point which Mr. Callaway seems 
to miss is that for the function to be 
recursi\'e, the definitio}!, that is, the body of 
the function, must either call itself or cause 
another routine to eventually call the 
function again. Several mathematics books 
defined "recursive function" as a sequence 
which defines the next clement of the 
sequence in terms of the current, or 
previous, element of the sequence. .Almost 
all of the references 1 checked, including 
Hofstadter, make the point that a recursive 
definition is a finite definition; it doesn't 
repeat itself forever. 
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The wny in wliich recursion is iisunlly 
trnplomcnted by computer scientists, or, if 
you prefer, the way the concept of 
recursion is mapped into a computer 
language is usually via a stack. The ARexx 
routine shown on p. 91 oi AC V. 7.3 is not 
recursive. It does illustrate another way to 
use stacks to accomplish a job which is 
easily represented by the concept of 
recursion. Again, Fun( Fun( Fun ( Fun( n ) ) 
) ) is not recursive. But it does use postpone- 
ment to calculate a value of n massaged by 
four calls to Fun. What It does represent is 
the concept of "nesting," which can be 
mapped into a computer language via 
iteration, stacks, queues, etc. Nesting is not 
recursion; they are two separate concepts 
often used in similar ca.ses. 

I mu.>;t also disagree with Mr. Green, 
howe\'er, since there is a nice way to say 
that the routine is not recursive. 

Here are two recursive factorial 
function examples, which you can enter 
and run if you have ARexx. 

/*AREXX Recursive definicion*/ 
SAY "Factorial of S : • Factorial ( 5 1 
SAY "FactUp of 5: ■ act'Jp( 1,5) 

EXIT) ) 

Factorial: PROCEDURE 
AEG Num2KorkOii 
/* Stops the recursive descent "/ 
i£ Nuin2WorkOH <= THEN HETURKI 1 ) 
/* Here is Che Recursion •/ 

RETOR;J( Hu.'ii2Wor:<OH •* Factorial! Mum2WorkOn 

- :i I 

.^actUp! PROCEDURE 

ARG Nu.T2Worko.T, HaxRep 
IF MaxRep <= N-jm2WorkOii THEN RETURN ( 
IJuiiaworkOH I 

RETURN I Ntiiii2WorkOn * FactUp ( NUMjKorkOn * 
i, HaxBep ( ) 

The second function (FactUp) shows 
that, although Hofstadter talks about 
"recursion" always descending 
(decrementing the control variable, 
approaching values closer to zero, etc.), you 
can write the routine to be a recursi\'e 
ascent as well! 

My respects to Mr. Green, and to Mr. 
Callaway, whose ARexx articles are quite 
useful. 

Clark Williams 
Ramona, CA 



The following is Merrill Callaway's response, lu 
typesetting Mr. Calhmu/'f letter in "Feed- 
back," V 7.7, AC siibstitiiteil "you" for "your" 
imd "page 27" for "page 117." These typos in 
no way affected the meaning of Mr. Callaway's 
defense. For the sake of textual compression, 
however, AC edited Mr. Callnwat/'s text to read 
"erroneous conception" instead of "narrowly 
erroneous conception. " It is upon the omission 



of the word "nnrrowly" that Mr. Callaway 
bases his explunation. — PLl 

AC omitted a ivord which made me 
say something completely different to Mr. 
Green from what i wrote. Mr. Williams' 
letter derives from [he misunderstanding 
arising from this omission. What I 
originally uTote to Mr. Green was that he 
should abandon his "erroneously narrow 
conception of recursion" and not his 
"erroneous conception." I am not disputing, 
nor did I ever dispute, the concept of a 
recursive function as set forth by Mr. Green 
or Mr. Williams. You guys "keep preaching 
to the converted" regarding that factorial 
program as an example of a recursive 
function! Reread my original article. Did I 
not reference in both Ha was' and 
Commodore's ARexx documentation that 
vcri/ program as an example of a "rccursi\'e 
function"? 

Besides the omission, there are two 
reasons for the misunderstanding. First, I 
may ha\'e made a poor grouping of ivords 
to call the procedure in the article a 
"recursive function call." Now "recursive" 
is an adjective that modifies "call," as the 
context indicates. 1 made a distinction 
between a "recursive function" and a 
"recursi\'e function call." On second 
thought, perhaps 1 should have called the 
latter a "recursive call to a function" to 
make the meaning more explicit. 1 never 
made the claim that fun() was recursive. 
Indeed In the article, I wrote that if one 
tried to m.ike fun() recursive, one would get 
into "deep guacamole"! 

The second reason Is this: Some 
programmers have too narrow a view of 
what "recursive" means. 1 still maintain 
that the meaning of "recursive" In general 
is a superset of the meaning of "recursi\'e 
function"; and, of counse, 1 agree with Mr. 
Williams about what "recursive functions" 
arc, although neither his functions nor .Mr. 
Green's will ever find the correct number of 
coconuts. Again, I stand by what I 
originally wrote. Since Mr. Williams finds 
fault with Mr. Hofstadter, allow me to 
quote verbatim definitions from two 
technical dictionaries, as textbooks tend to 
make their own "local" rather than "global" 
definitions. Note the subtle differences, but 
all of them define "recursive". Let 
Y(n)=fun(fun(fun(fun(fun(n))))). My 
"recursive calls" IY{n)J match the definition 
of a "recursive process" and qualify as a 
"recursh-c function [MATH]" as well. 
Recursion is indeed very general. 



Dictionary of Scientific and Technical 
Terms, Fourth Edition, McGraw Hill: 

recursion [COMPUT SCI] A technique in 

which an apparently circular process is 
used to perform an iterative process. 

recursive [.MATH] Pertaining to a process 
that is inherently repetitive with the results 
of each repetition usually depending upon 
those of the previous repetition. 

recursive functions [MATH] Functions that 
can be obtained by a finite number of 
operations, computations, or algorithms. 

recursive subroutine [COMPUT SCI] A 
reentrant subroutine whose partial results 
are stacked, with a processor stack pointer 
ad\'ancing and retracting as the subroutine 

is called and completed. 

Dictionary of Computers, Data Processing, and 
Teleconununications by jerry M. Rosenberg, 
Ph. D.. John Wiley: 

recursive process A method of computing 
values of functions where each stage of 
processing contains all subsequent signs, 
that is the first stage is not completed until 
all other stages are ended. 

recursive routine A routine that may be 
used as a routine of itself, colling itself 
directly or being called by another routine, 
one that itself has called. The use of a 
recursive routine usually requires the 
keeping of records of the status of its 
unfinished uses in, for example, a push- 
down list. [Mr. Williams' definition, but 
only one form of "recursive."] 

Merrill Callaway 
Albuquerque, NM 



Three Suggestion for Solving Printing 
Problems 

I ha\'c a couple of suggestions ^vhich 
might help to address the problems readers 
are having with Gold Disk's Professional 
Page 3.0 printing via the HP LaserJet dri\'er. 

1. Within the PPage requester is a requester 

for X and Y value offsets. These permit 
adjusting the position of the output of the 
printed page. I have found that an X offset 
of -0.1875" and a Y offset of -0.625" (note 
that both are negative values) will match 
margins on the printed page to those on the 
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MOVING? 




SUBSCRIPTION PROBLEMS? 



Please don't forget to let us know, 
If you are having a problem with 
your subscription or if you are 
planning to move, please write to: 



Amazing Computing Subscription Questions 
PIM Publications, Inc. 

P.O. Box 869 
FallRiver, MA 02722 



Please remember, we cannot mail your 
magazine if we do not know where you are. 



Please allow four to six weeks for processing 



screen. Ho\ve\er, this won't permit printing 
within the Y offset distance of the top of the 
page. 

2. Gold Disk should bite the bullet and 
write their ovvn driver, as Soft-Uigik has 
done for Piige:>tn'ani. If Gold Disk is 
suggesting that owners buv a PostScript 
cartridge, they should clearly indicate in 
their advertising and packaging that Pl'age 
does not support LaserJet printers. 

3. VVhv is no one askiiig the author of the 
preferences dri\'er — Commodore Business 
Machines — to correct the problem? I have 
talked to Commodore in Canada and in 
West Chester about this problem since 
December of 1941. They now say that they 
ha\'e a corrected printer driver, but won't 
release it until AmigaDOS is upgraded. 
They won't send it e\x'n if I send them a 
diskette to put it on. I xvas told they were 
concerned about legal liabilities. Consider- 
ing that this driver has been faulty since its 
release in 1985, that excuse is unacceptable. 
I can't imagine a company ivorking in the 
MS-DOS/ Windows area ivith such poor 
consumer assistance. 



M.P. Wagner 

Fort McMiirray, Alberta 

Canada 

IVc ;rir(s( woiuicr -Li'lit'tlwr or itot iif/jiT LaserJet 
rfSiTS limv talked lo Commodore couarmtig the 
preferences driver. Let us hear from i/oii if you 
hiwe.—PLL 

Tell the Post About Amiga Support 

1 enjoy Amazing Computing very much. 1 
read it from cover to cover, even going 
through articles that are not in my primary 
field of interest. 1 do plan to renew my 
multi-year subscription as soon as it 
expires. It is regrettable that there are only 
two Amiga-specific magazines left with the 
demise of JNFO magazine. This only leaves 
me u'ilh vour magazine and your competi- 
tor. I do have a subscription to Compute's 
Amiga edition, but 1 don't consider it to be 
a true .'\miga magazine like yours. 

Of course, the abo\'e is not the real 
reason I am writing to you. It seems that 
Amiga bashing bj' some of the news media 
just won't stop. However, because of the 
way Commodore Business Machines 
markets this great computer we are sure to 
see articles in various publications like the 



one in the July 20, 1442 edition of the 
Wtifliinglon Post's business section on 
"Computing News." It is unfortunate that 
there is some truth to what the writer had 
to say. Ne\ertheless, it is apparent that the 
writer has not done his homework since 
there are numerous third-party developers 
who support the Amiga, as can be seen in 
the advertisements in your magazine and in 
Amiga World. Needless lo say, the Washing- 
ton Post article speaks for itself, for the 
most part. 

If any Anmziiig Coiiiiniling readers 
belie\'e that they ha\'e a factual, cogent 
rebuttal to the article, they should send a 
letter to Mr. Donald E. Graham, Publisher, 
Witshitigtott Po^t, 1150 15th Street, NW, 
Washington, DC 2)K)71, 

Thanks for publishing a great 
magazine. I am looking fonvard to 
receiving future editions. 

Sidney Talmud 
Bowie, MD 

Thanks for the unabashedly complimentary 
remarks coiiceniing our favorite puUicalioii, 
Amazing Computing for the Commodore 
Amiga. You have anlicipaled our thoughts as 
you shall see luheii you read the editorial in tite 
September issue. Not only should you send your 
rebuttals to the Washington Post, but as we 
indicate in our editorial, please forward copies to 
us at AC. By the way, it might be more to the 
point lo address such mail to the Business 
section editor of the Post, ?!ci( to the publisher. 
Then send a copy to Pliillip Robinson, P.O. Box 
1357, Sausalito, CA 94966, Ihe aiitlior of the 
original article, — PLl 



Readers whose letters are 
published will receive 
five public domain disks 
free of charge. 
Please write to: 

Amazing Computing 

Feedback Editor 

P.O. Box 2140 

Fall River, MA 02722-2140 
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AMAZING COMPUTING 

* Vol.hNn, 7July IWl 
Highlights include: 

"Firecracker 24," a review of the latest in 24*bit video biwrdii 

^om Impulse* by Frank McMahon 

'"Proper Grammar^" a review of a compreherbsive spelling and 

gramm^ir checker by Paul Larrivee 

"PageSlreiim/' iinqther entry in ihe word processing/desktop 

pubMshinj^ software line, bv John Sterner 

Also, extensive Summer CES coverage! 

■ft" VoL6>Jo.8,AufiU!H. IWl 

Highlights include: 

"Alterlmagc," create tilling and special effcxts for your hiimc 

videos in minutes, by Fr.ink McMahon 

"The Jcny Brj-^nt Show," AC inteniews ]urr\' Bn'ant, whose 

secret iveapons for prcxiucing four hourti of television a week 

are the Amiga and the Video Toaster 

"Understanding Genlocks," hy Mntt Dr^bick 

"Super 8 Meets Ihe Amiga," easy film-U)-videi* transfer with 

thtf addition r>( AmlEJ graphics, by Patrik Ek-ck 

"Looking Good with B^.A.D./' a review of Centaur Soft^sare's 

disk optimizinj^ program by Rick \ianasj 

AUti, AC Continue:; the eiKten^tve coverage of the Summt^r 

CES in Chicago! 

S Vol. 6 Nil. 9, September 1 991 

Highlights include; 

"Bars&Pipes Professional," a revicivby Phil Saunders 

"Frame Bufier Face-Off," an over>'iew ot framebuffers, bv 

Fmnk MtNLillon 

"DynaCADD/ a review bv Duug BuUard 

Plus: 

Special reports on Multimedia apphoitions 

AND 

Super show coverage froin Australia and Orlando! 

■a Vol. 6 No. 10, October 1991 

Highlights include: 

"Art Department Professional," a review of ASDG's powerful 

program bv Merrill Callais\iy 

"ShowMalter," Ixyf nd di-?.kii»p video, by Ftink McMahon 

"APL and the Amiga," bv Henn' Uppert 

Plus: 

An ARexx double feature and a special education section 

S Vol 6 No. n. November 1991 

Highlight include: 

"Connecting Your Arnica to the Sharp Wizard," tx Merrill 

Callaway 

"Epson SOOc Flat Bed Scanner/' review bv Merrill Callaway 

"Impact Vision 24," a sneak preview of clv[''& powerful 24-bit 

board, by Frank McM^hon 

"CSA Mega-Midget Racer," a review of CSA's powerful 

accelerator board,, by Mike Corbett 

'^hy Should You Use the CLI7" three sound reasons to use 

Ihe command line interface, b)' Keith Cameron 

*' Vol, 6, N!^ 12 December. 1991 

Highlights Include: 

"Audition 4/^ a review of a great sound sampler package by 

Bill frazier 

■Draw 4D Pro/' a kmk at ADI^SECs lattwi update to E>raw 4D, 

bv R. Shamm,'. Mnrtier 

"Klewslettcr Basics/ a tutorial i>n how to create professional 

newsletters using PageStream, by Fat Kas?:vcki 

"AmigaDOS for the Beginner," another kwk at the basics of 

Amiga DOS, bv Keith Cameron 

ALSO- Coverage of AmiEXPO Oakland and the Koln, 

Germany, show! 

■ft" Vol. 7. No. I January, 1*^92 

Highlights include: 

"Memori**," A500 memory' expansion, bv Sam .Ammons 

-Help for the Help Key," by Rick Manasii 

"Getting Ihe most from your RAMdisk," by Keith Camcrrn 

"Installing and Using an IBM mouse with Your AmiKa/' bv 

Phillip R. Comb^ 

"DePuzzle," a puzzle-solving program for brain teasers, bv 

Scott Palmateer 

"ZipTerm," lenm hou- to use Console-device and Serial.device 

w hile creating a telL-coininuiiica lions program, by Diiug Thiiin 

ALSO: Coverage of Germany's Amiga '91 and London's 

World of Commodore shows. 

* Vol, 7, No. 2 February, 1992 
Highlights Include: 

"Deduct That Interest with FC CAlC/ b\' Rick Manasa 

"Finding the Right Multimedia Fit,"bv Da\'eSpitler 

"Images in Dentistry/' bv Krn Larson ' 

"Signmaking on the Amiga, " by Karen Pringle 

"Perfect V^ges," hou- to prtxlucc PostScfjpt-<|U3lit\- pages 

without buying a PostScript laser printer. 

ALSO: Coverage of Tortmlo's World of Commodore Show 

*' Vol. 7, No. 3 March, 1992 

Highlights Include: 

'The Miracle Piano Teaching System/' bv Christopher Piper 

'•DeluwPainI IV," by R. Shamms Mortie'r 

"Semi-Automatic Painting and Animation,*' bv K*nin Lude 

"Screen Photography," taking pictures of vour' Amiga screen, 

by Pal Murjihv 

Also, a special section on Amiga Graphic Design and a look 

at some special Amiga Artists. 

* VoL7\'d. 4 April, 1992 
Highlight include; 

"Foundation", a review by Dave Spitler 
"AdPro 2.0", review bv Merrill CaDaway 
"ATonce Plus", re\'ie^v by Rich Matakj' 

Also, construct a database uiing your favoril* authoring 
system, customize your start-up sequence, and create and 
produce your own video! 

*■ Vol. 7 No.5 May, 1992 



Highlights Include: 

"Pelican PreK", a review of this entrv-level DTP package by 

"Ad]DVJAO Amiga 500 Hard Drivp Kit", res iew bv Merrill 

Callaway 

"Building an Amiga MIDI Interface", super prefect by John 

lovine 

Also: ACs annual Desktop Publishing Overview! This issue 

includes a look at Ihe top DTP packages as well as a study of 

printers, fonts, and clip art available for the Amiga. 

*■ Vnl.7Nn.6 June 1992 

Highlights Include: 

"Freeze Frame Video Recorder", review bv Merrill Callawav 

"HP DeskJet Color 500C", re\'iew bv Ridiard Mataka 

"MRCAD", a programming project by Chuck Wardin 

Plus: Don't miss an etciting edition of Ouf ARexx feature by 

Merrill Callaway or i-D animation with DPaint IV in 'The 

Video Slot", by Frank McMahon^ 

»Vol.7No.7 July 1992 

Highlights Include: 

"Modem Rundown", A comprehensive look at misdems for the 

Amiga 

"G-Force £HD", a review of GVFs 040 accelerator, bv Rich 

MaWka 

^'Superjam," a review of this superb music maker from The 

Blue Ribbon Soundworks. by John Sleiner 

"FounDeV'a tutorial using Foundation's stacks and scripts, by 

Dave Spitler 

Plus, a look at telecommunications and the Amiga including 

hardware, software, and services. 

*"Vol. 7 No. H August, 1992 

Highlights Include: 

"Digi-View 4.0", by Matt Drabick 

"GVP's Digital Sound Studio", review by Matt Drabick 

"3D Effects from 2D Amiga Art", tutoria] bv Shamms Morlier 

Super ARcxx Ciittmm for }uty! 

Viitco Toaster lIpDatf fvaturcii ill The I'itfvo Slot! 

Ami Much Morci 

* Vol,7, No. 9,Sepiember, 1992 

Highlights include: 

'Trofessional Calc," review of Gold Disk's premier accounting 

software bv Bill Frazier. 

"True BASIC 2,0" A review of the latest release of the True 

BASIC language by Paul Castonguas'. 

"Developing Desktop Sav*-y/' a special pryject for your 

fjvorite DTP !^>Stware. Using specialty papers to create 

brt*churi'? and pamphlets, bv Pat Kaszycki. 

'The Video Slot" This nxmlh, h-arn about the new features of 

Imagem^i^ter, bv Frank McMahon, 

Don'l miss ACs super game coverage in DirersiiiMS. 



AC'S TECH 



S AC'sTl-:CH,Vol.l,No.2 

Highlights Include; 

"CAD Application Design; Part I," by Forest W. Arnold 

"Programming the Amiga's GUI in C: Pari I," bv Paul 

Cjstonguav 

"Intuition and Graphics in A Rexx Scripts," b\- Jeff Glanl 

"UNIX and the Amiga," by Mike I lubbart 

"A Meg and a Half on a Budget/' by Bob Blick 

_and more! 

»• AC'S TECH, Vol. I, No. 3 

Highlights Include: 

"CAD Appl ications Design — Part II," by Forest Arnold 

"C Macros for ARcxx?" by David Blackw'ell 

"VB ROM: Assembly Language Monitor" bv Dan Babcock 

"Programmingthc Amiga's GUI in C— Part 11" by Paul 

Castonguay 

— and motel 

* ACsTFCH,V(iM.No.-l 
Highlights Include: 

"GPIO— LOiv-Cost Sequence Control" by Ken Hall 

"Programming with the ARexxDB Records Manager* by 

Benton Jackson 

'The Development of a Ray Tracer— Part I" ov Brunn 

Costa 

'The Varafire Solution— Build Your Own Variable Rapid- 

Firc joystick" bv Fee Krewer 

"Using Interrupts for Animating Pointers" by Jeff Lavin 

— and more! 

* AC'S TECH, Vol. 2. No. 1 
Highlij;hl5 Include: 

"Build Your Own SCSI Interface" bv Pad Hflrkcr 

"CAD Application Design—Part III'" by Forest Arnold 

"Implementing an ARexx Interface in YourC ProKram" bv 

Da\ id Blackwell 

'The Amiga and the MIDI Hardware Specificafion" by 

JaniL^ Cook 

— and more! 

* AC'S TECH. \'oi. 2, No. 2 
Highlights Include; 

"Programming the A miga in Assembly Language Part 2", 
by Forest Arnold 

"IrtiplementinganARexx Interface in YourC Program Prf 

2". bv David BU-kweli 

"ller'alcd functions Systems for Amiga Compuler 

Graphics", by Laura Morrisson 

"MenuScript", creating professional looking menus ejsilv 

and quickly, bv David Ossorio 

And Much More! 
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What have you been missing? Hnve 
you missed information on liovv to add ports 
to your Amiga for under $70, haw to work 
around DchixcPaint's lack of HAM support, 
how to deal with service bureaus, or how to 
put your Super 8 films on \'ideo tape, along 
with Amiga graphics? Do you know the 
differences among the big three DTP 
programs for the Amiga? Does the ARexx 
interface still pu^^lc you? Do you know 
when it's better to you use the CLI? Would 
you like to know how to go about publishing 
a newsletter? Do you take full advantage of 
your RAMdisk? Have you yet to install an 
IBM mouse to work with your bridgeboard? 
Do )'au know there's an alternati\'e to high- 
cost word processors? Do you still struggle 
through your directories? 

Or if you're a programmer or technical 
type, do you understand how to add 512K 
RAM to your 1MB A500 for a cost of only 
S30? Or ho^v to program the Amiga's GUI in 
C? Would you like the instructions for 
building your own variable rapid-fire 
joystick or a 246-grayscale SCSI interface for 
your Amiga? Do you use easy routines for 
performing floppy access without the aid of 
the operating system? How much do you 
really understand about ray tracing? The 
answers to these questions and others can 
be found in AMAZING COMPUTING and 
AC'S TECH. 



For more 
information call 
1 -800-345-3360 



The Fred Fish Collection 



BelowisalistingoUheiatestadditionstoiheFred 
FishColleclion. This expanding library of freely 
redisliibutabEe software is the work of Amiga 
pion&e r a [1 d award wi nn i ng s oil wa re s n ! h o l og is t . 
FredFish.ForacompleieiisiolaliAC.AMlCUS, 
andFredPisfi Disks, calaloged andaoss-refer- 
encedforyourcofiverienc&.pleasecon&ulithe 
n^yiU^fWAC'sGufdeToTheCotnmotfOfeAmigff 
at/ailableatyourlocaiAmazmg Dealer. 

luhich pJays diQitizec) sourd ssmpl^es whan you 

F2C A program !hal IransialBS Fartran 77 sou!c» in!o C 
Of Ct* source F2C lets orna ponabiy mix C ar>a 

Fonr^n soutce axis Sivdilab^e to C snvjronmenls. 
Amiga pot done tor SAS'C 5 tOB. and trKiuties 
lihfanes I&r use wth SAS'C Incluftas full soyrce m 
C. Auinor; S. I FeWnWn, DavKJ M. Gay. Mark VV. 
tAaitn<^o N L. Schryer; Afriga porl by Martin 
Mahl 
EMiLElllLDLakfiZfi 

FBM An Arniga wrt ol itw Foizy PuMap imaa* 
man rpu tat ion liftfary. This package altaws 
man^uiaiian and cOtiverson. of a vanely ofoolof 
and B&W image farmais, Supponed loimats 
incijde Sun raslerfiie?. GIF. 1FF, PCX. P3U 
bitmaps, '(aco" liiss, and F6M files. Also has input 
conveiiets lor raw Emages,, liko Digi;- View I le&, and 
OUlpLr! convcfters tor PoslScnpt and DiatHo 
gtaphcs Besides doing ifoirrial converswr* some 
Q\ ine oThoc image manipuiat-ors opetationj 
SuppOil^ include rectangulai sxtradion, dansity 
and contiasl chants. rolfiTiDn, quaniiia- l)On, 
haOi:t>no gfayscal ng, edge tfiarwning, ana 
htstograms Dl^ 676 conla^rs m65000 btnanes 
and docs, disk 67? coniams m5S02am66e81 
biinadQs. and dish 675 contains the sources. 
Version 1 Author; Michael Hau'd^n; Amiga DOrt 
by Warlin Hohl 
Ered EiltLflisk 677 

FBM An Amiga port ol the Furzy PuiMajJ imaq* 
monipuiftlian rbiary This package aitowa 
manrpulaiion and conversion ol B vanety o* cokr 
and &iW image lormals Supported Iottii at a 
include Sun rasteiiiles. GF. IFF, PCX. PBM 
Dlvnaps. face" f^es and F0U files Also has ir-pai 
conveners loi sbn imagfis. I iie Di§:- Vnew 'lies, ana 
(HJtput conveners fof P&stScnpi and Diablo 
graphics. eesKJes doing tomial canveision, some 
of !tie other image manipulation opeiaiH^n^ 
supporiod ifici'utte tectangulaf extiacfwsn, **ensrty 
BOd oxitrasi changes, rolaton, quanliza- itor, 
halftone gmyscalmg, edgv slmrpeniiFg, and 
histogtams Dish 676 cor>iajns m6600O binarms 
and docs, disk 677 contains mfiB020.'m6&36l 
binanes, and d>sk 67S contains the sources. 
Version 1,0 AulTior, Michael MaLLiom; Amga pon 
by Mann Hohi 
MakeUnk A replacemern for ihe onginal AmigaDOS 2.0 
MakeLmK command: Supports^ both hard and sofi 
links Resrdentabla.Tntsi^ version 1,t. includes 
source Aulhoi: Steian Eieckflr 
Mastra Wostra 15 a ^J-inreware IFF ulifrty faaiunng leal-time 
unpachmg scrol , dozens of options, "smarl' 
an^rysia of any IFF f.» {FORMs. LlSTs, aJSo 
naslwJ ILEM!), lolal conliot Ov«f display modes, 
simple shdeshow processirvg. partem malching. 
SHAW, an eMemal ImK lo show Oynamk; Mode 
psOures. dOubSe buf^enng, las? decompression, 
color cycling, TeXflp^cs, starl-ju Ti'^s !of flasy 
custom conftgu-- alcn^ and co^np^ete W3 suppcrt. 
Ihrough Toorr>t>es and Style icons' This is version 
1 07, an update to voision 1 06 on disk 670. and 
flies a bug w* pariioa IFF dies. Binary only 
Aullrwi Sebasl-anoVigna 
PM A iDO' thai moTilcrs Ifle AjTiga syslem"* CPU 

usa^ u^irvg scTiO hooha That aiB avaiiaWe n 2,04 
EXEC The piogtam uses Ihfl high ^eso^yllOn 
EClock timer to get real lime values fci [he amount 
ol lime tna processor spends running ia$ks and 
ihe anvjuni of tjme it spends oetweefi tas^ (-n 
task switch and in sSeep) Ver5K>n Zl a, binary 
only AuIlTor Michael Sirt; 
Fr«d.FlsH&itiL67B 

FBM An Amiga pol of the ^uizi PixMap image 
maniDL>lalion lOrary, This package allows. 
n-ianpjLalion ard convof S-on of a vaneSy ol color 
and BAW image fornials SupfKifieafonnati 
include Sun ras!erf.les, GIF. IFF. PCX. PBM 
bitmaps, facs" files, and FBM tiles. Also has input 
conveners lor raw images, like Digi- View files, and 
output converters for PosiBcrtp) and DisWo 
graphKa Besides doing lomiat convar&on. some 
of the otWr image mampulalion operajions 
supported induda reeiangulfli ejdraclion, density 
and contia^l changes, rolation. quantiia- lion, 
haihCHW grayscaling, edifo sharpening, and 
histograms Cisk 676 contains m6&0WtMnar,ieiS 
arxJ docs, d^sk 677 con!a>ns mMOSa^mfiSaat 
tinanes. and d;Ek 67B contains the sources. 
Version 1 .0. Ai^ltior Michael MauWin; Amiga port 



by Wairtin Ho^l 

PPLib A shared literary lo maho Itfo easy for people Wtio 
wish lo wri.10 piograms thai support PoworP,BCker, 
Loading crunctied files fiom C or essomt]ly 15 rnade 
fasi. shon and easy Ttio is release 1,5'. an updaiu 
to viersion 1 ■* on dish 623 ircJudes e<amo*e 
iOurce Aulhot: Nico Francois 

ReOrg ReOrg is a fast disk optimizer thai can bo Lrsed lor 
floppy disks and hard disks. Supports now KrcksUirt 
2.W features including hai-d and soft links, artd 
High-Densily tJnves Includes program versions tn 
Engliih amtl Gennan Iot via with Kickstart 1 2/3 .3 
or Kic^tstart 2 tJd Versions 11 and 2,1. sharewaie, 
binary only, tn&l release Author: Holger Kruse 

ResAnalyzer An OS 2.04 compiiliblo ResModulos monitor 
HesAnatyzer can show you a" informaiion related 
to Captures. KickMomPlr. KcKTagPlr. KjckChkSumi 
and RosModiuies entries in tM« ExecBase slnjclure 
A gieat help tor resident modules developers and 
fO( people wtio want to check il something (like a 
virjs) is resident in memory ResAnatj'zaf can 
detecl ^esModules OS ? !>• s>'5!em fliigs Version 

2 ?. binary Dfity AuSnor, Sihro Uml»rto2an;j 
ErecLe»lLDlall6T9 

eackooupiing: A simutalron ol scrocn-camera-hackcoupiing 
Genocates a series of backcoupl^ pictutos out oE a 
Stan picture, Vou can change several paramelers, 
such as sharpness, rotation angle ar>d signal 
transition. Includes &o!hi Gemian and! Englah 
versions. Version 1 0. bmary only, Auifwr Mk:haei 
Genlner 

RayShade Rayshade is a ray tracing program ^ried to the 
Amiga Irom UNIX, Rayshstfes features incliide 
eleven types of pnmtlivss {blot), box. cone, cylinder, 
height fmW. ;>iane. polygon, sphere, torus, nai- ajid 
Phorvg-shaded tnar^te), composile E>b[ectK; pant, 
aifoctional, and emended (aiea] spot, arwjl 
duadriiaterai light sources: solid procedural 
tailunng arKl tiump mapping o( pnmilnres; 
antiaiiasir>9 through var^abte- rate "[inefed" 
samplir^g. arbitrary Jinear Ir^nsiormalions on OQ;^^:^ 
and EflxlureilKimp maps; Use of unifoim spabai 
subdivision or hierarchy ol bounding volumes tc 
speed rendei- ing; optior^ lo taoilitaio rendering ol 
stereo pairs, rudi- rneniary anin^lion support, and 
more This >% voi'sion i 0. patchievel 6, and includes 
sources m C The modi I ica tons for AiHrge & SA&C 
are disif lOuted as dhlf files. Some CKampIo input 
liles aro also mclyded. This Is an update lo version 

3 on disk 596, Author: Craig E. Kolb. Amiga Port 
by Man-n Horn 

F_rMLB5bilUK5W 

ATAP Adcoe Type Access Package allows users of 

Professional Page (Gdd Dsk. mc ) arvd compatible 
applications lo use typefaces available liorri Adobe 
Systems or other vendors Indudos AFMand 
screen loni convBrters. sample AFMs and SCieen 
fonts from Iha MaCmlosh. and a MacimosTiVSAI 
keyirtJip Includes source in C lor AFM converter 
and font unpackei. Author Gordon FDcyk 

SaiTiack A satellite [racking program Allows for selealon 
of A data- base that can contain up lo 300 salellrtas 
Tracks saiell-les on a gfapiics display al Ihe wottd. 
All graphics are IFF com- patib'e. a lovfjug lor 
loading of display 10 standard pa'niing program. 
Allows fo) inpul 0) satellite information using eilhei 
standard data lomsat or by simpSe user input. AH 
operaiiofis use sfandard wndows ar«l menus. 
SalTrack has a simulation mode Ihot allows l&r 
predctions rT\ the fulure This is verscn Z l A. demo 
copy, binary only Author Randy Stackhouse 

VinjsChecKei A virus checkei IJiat can check memory, di^k 
bootbiochs, and all disk files for s-gns ol most 
hrvDwn viruses. Can remember nonstandard 
bootbtocks tnat you indica,le ate OK and nc[ tx)S>er 
you abOKl [hem aga^n InduOes an ARejtJi pofl 
Version 6,06. an update to version 6 05 on disk 
B69. Binary only Author John VeldlhuiS 

Fred Fl»ri.[21>lt.»l 

Term A gitt-*are telecommunications program written for 
AmigaOS release 2 « (Kickstart 37 1 75. and 
Wofkbench 37 67 or higher required) Featjres 
mdude total con ! jQu rats li.ry. full AReiiK control. Xpr- 
translflf Support, ltletype-«lentilication nltei 
dowHoad. cut & pasla-'point-aiKl-ctick on screen, 
auto upload and download, scroi^ab'e review buflar 
of unlimried size, sol'd and lulty-leaturei VTlOa' 
VT220'ANSl emulation. ciSlional last atomic 
tormin,il emulaliOrh, boikey support, powerlui 
phonabook and dialing lunctions, ability to save and 
piifil the convents of the screen as IFF IIBM 01 
ASCII Me. full oveisCnn fiTid sceen resolution 
support [new ECS screen nmdes mdudodj, 
asyrtchfonous operation and a kit more. Comes 
with seven Xpr-tiansler iJbfanes (asc". imodam, 
kernnit. quickb. xmodem. ymodem & irrodem) and 
dniCumenlation both in Gemtan and m English Tha 
15 viersion 2 2a. an update lo^ervon I teon disk 
5S3 Includes fuu source m C and assemtjty 
language. Author Olal'Oisen'Barttiel 
Fj.WlEi»rLDJlK»2 

Amr^ack Demo version ol Ami-Back v2 0, a nice backup 
utility lor the Amiga Foatufos include backup to any 
Amga&OS compatiD* dovice |such as llopp+es. 
removabJe hafd duks, fixed medJt hard disk, and 
tape drives}, compression, no copy protection. 



conliguraiion Ties. Complete tiackups. incremental 
backups. se[ec[ive backups. Tile exclusion li'tec. 
sotling ol archive tut, password protected backups, 
online hetp.AREXX support, etc [Jomo version 
does not have rostore Vef5>on 2 Oa. an update to 
vOflion 1 04 on disk5l7 Binary only. Author. 
MoonLlghler Sothmare 

Cyt>erCron A cron uMily for AmlgaDOS 3,0. Uses Ihe 
tww, moiB rieuibla, AmigaCTOS 2.0 technique lor 
running bfograms Oilers an ex- tended set of 
options that nay be speoJied !or any gven event 
Vei^ron 13. an update (overman 1.2ond<skfi56 
Includes Source. Aultior: Chnsicptwn Wjcliura 

RcqChan{}0 A little program ttiat patches the system 
requesters to use the similar requesters in 
RoqToots.li&ra/y, tl also paiches Ihe AFlP 
requestor and all requesters n Req ii&rary. Ii is 
ver/ liexiOEe. allowBi^ you to rr^odify Mhere trie 
requester should appear, whioh of the ibranes to 
palch. etc. Inr^ludes a pair of small utility programs. 
GetFile and ReqAsk, Ih.^i can t>e used in scripts lo 
Dul up tie reques:ers or o^ier requesters Verssm 
1 Da, irtfudes source Author Magnus Holmgren 

RoMhtostLib This is a shared I brary package tc 3imp;i(y the 
ARexx host creation/management piocedure, 
RexK-m^ssago parsing is also included making it 
possible !o control AReirx Irom programs such as 
Amiga^A&JC (can you imagine AmigaBAglC 
controlling Ajn)gaTeX?l This is version 21 . 1 , an 
updat-e to version 36. M on disk J03 This version 
has Been updated lor use with Kick- start 2 0. 
Includes source m "C and assembly language. 
Author OlafOlsen'Barthef 

Zoom A lasl arvd eflicienf Ikippy dssk archiving utility 

based on the data compression / decompression 
algonlhms used by Ih library Has an Intuition and 
a Shell! inierface. fully supports Kickstart 2.0. is 
ablO to add taxis and notes to archiwod output 
lites. knows 274 ditlori^nl bootbiock viruses, 
incTudes a numt»r of compfesjJon parameters 
{such as encryption ol the output lile) and a kjl 
mofB Version 5.4. update to FF459. Btnary only. 
Author 0<at Oisen' Barthei 

Erfidiish di»Kj6» 

CMC A console handler wilhcomnnand Itrwoddmgand 
lunclionkeysuppO!! CMC prOvKWS ftidaridftd 
command l;ne editing, function key usignnwnt m 
louv levels, extended command Una history, online 
help lor (unctions m the handler, and an rconify 
tunclKin. Also liTKlude^ an output butler (dump to 
pnhter find wtfKtow), filename completer, script 
funciw. ur^do function, prompt beeper, pathnarrio 
in window rJe, dose gadget lof KS 2,0. etc. This 15 
veiSion 9.1a. an update to version 9 1 1 on disk 
567, wilh some new features arwl some bug lixas 
Shareware, b^riary only. Authof: Goetz Mueller 

KFAST Key Frame Animato' with Skeletal Technique, A 
collection ol functrons lo imolement a two- 
drmonsiorul obfAct based an maior designed to 
use the skeletal technique ol modeling cfe|eets and 
simple tweening to (roo tho animator frorrv tbe 
labors ol pro- duc^ng smooth iransjlions between 
key drawing A crude demo program has been 
included ulhzin^ flw routines. Version 5. 
includes source. Author Craig M Lover 

LE MAG LoverEdge NAG js a program !0 rem nO yOu of 
events before you miss them. Events oiin be 
scheduled 'o occur once or repeat daily, weekly. 
monthly ot yeafJy You can be atoriod ot thie *vonl 
m a number of way? from a screen iLish to a 
mossage requester VetSiOn 92 D6 02. shareware, 
binary only. Author: Craig M Lover 

PnntFitas A freely redistnbulable print utility to replace 
the standaid woikbonch Printiiies command. 
Supports Arexx. application icon, and setting up a 
pnni Itst wrh unlimrtod nu-TitieF oi en^ruas. Requires 
OS 3.CM. Includes Two versions, VO.Ste n English 
and V0.91d in German, This ts an update lo VO.O 
on disk 632. Includes source. Author: Karlheinz 
Ktmgbeil 

ShowiLink Tool to hsl hatdtfliks Also telts which file or 
directory Ihfl ink pofnlsat. Version 1,1, includes 
source in Oboron Autfior: Chnsioph Teuber 

AL Archive Lister Recognizes and lists con!ents of 

archives created by ARC, mArc. LHA, LZ, ZOO. 
APE, Z3P, V/ARP. CMS and ZOOM AL tS lully 
sTandalone and ttoesnl ca'i upon the ongmal 
aichive;s;o list contents, Biriaryonly AuUior: 
Oliver lAiagner 

CpuClr A hack m the spirit ol 'CpuBlif. Replaces Ihe 
BuClearO call m giaphics ti&rary witn an BS030 
opliuitzed proceisof routine. Indudas source m 
flssemttfy Author: Olrvet Wagner 

EmptyHandler Another example ol a liiehandler. This 
one creates empty liles ol any given length 
Includes source sh C. Author. Oliver IWagner 

MagPagos A software package that allows yuu to create 
and display a tjiskbased magazm* The magazine 
produced is ot a similar fom-.at to that ol a 
tradilfonal paper magazine You can com- bine 
texl pnd graphics on a single pn^ branch to 
diitorent sections by dicking on icons and play 
sound and music Fea- lutes a full intuition dnven 
intorfaca VerSftn ) 30. an update to version 10 
on di^ 372, with many new teaiuras. bug li*es. 
and an improved user mterJace Shareware. Binary 



only Auihor; Mark Gladding 
PlaySound A tool to replay IFF-BSVJt sounds using 
double-buffering white the sound fi^ is being 
toaded irom dtsk Also serves as an 
ilfpA I Se .library and audio device programming 
example. Re- quires Kicksian arKj Workbench 
2 W (or higher) Version 1 .1 . irKludes source m 
C Author. Olaf OlSen' Barthei 

DiskPrmt A tabs! database wiicfl prints and stores 
dttk labels for 3 5' and 5.25" disks Prmgnly 
created as a combined database and pnnl utiljfy 
for FD dLsKs, n includes easy-io-use lat>el lib- 
rary functions (tikp ptinlmg labels for a whole FD 
series in one turn or muHlipIo print ol one Label) 
and labels toi most FD disks wnch are availalDle 
within a lew mouse ctkcks Fea- turos incJu<% a 
Fast search routine, user-delinabie labet lay- out, 
Oifletent tatiel sues, mi union -based d-sk 
Oifectoiy tead'in ^md a lot more. Very 
configurable Worths Una With every pnnter 
COnnecled lo irfs para'lel port and AmigaOS 1 2. 
13, and2.K, Thisis version 3 5l. a majcw 
update to version 2A.2 on disk ^7. Both 
English (PAL & NTSC) and Germun Ver- sions. 
Sharewaie, binary only Author: Jan Gelsslo' 
FiaeCopy FreeCopy la unlika most copiers m that it 
does not aciuaily copy disks. It (en>oves the 
protection so disks can eas>ly tw backed up wlfi 
almost any ptogiiim. and m some ca&es tw in- 
slaiied on your hard dhve. This is version 1 .B, an 
updale lo version 1 A o-n disk 498 Public 
domain, binary only, Author: Greg Prifigle 
MCMaster MCMasler is another cassette tape cov^r 
bfimmg utility which should worx loge^w with 
any pnnter which supports p»ca arwi firw Other 
leatuies include a search function arvd a list 
lunclion which BHOw? you to put all tho SOng 
names in a list gadget ^o scroll around Version 
1 1. freeware, includes souice in C, Author: 
Micftad WalJl 
PublicManager Public screen tool which opens pubic 
screens which are freely comfigutabie {depth, 
size, lont, etc) and h:av9 their own menu 
(palette, quil. tools, etc). Includes two Ntlle tools 
to mod^ the pubic screen mooen and the 
defaurt puOiic screen Version 1 2. freeware, 
includes source m C and assomofy Author 
Wichaoi WalJi 
VatZ One player Vnl^eo game This program was 

wrillen to take up little memory and to multitask 
nicely, Thts is vsrsjoo 1.1, an updale lo version 
t on disk 496 Public domain, includes souice 
in C Author: Greg Pnrigle 
ElMEttLDiaKMS 

Bon.Appetil Ben Appelil is a recipe database manager 
Ihnl automates tecitio collections and allows for 
Inr more llexibility than regj'.ar index cards You 
can search lor recipes by t.lle, keyword, or 
ir^giedient. You can import recipes in 
BonAppelil'S own format or 3 popular h^S-DOS 
formats, SO you can qjickly build a recipe 
collection,, tnclurlesccmplete recipe utilities and 
2-5 recpeslo get you Started, Version 1.3. New 
features includo recipe browsing, mass export. 
less cryplic error messages, and many bug 
lixes. Shaieware, binary only Auihor- Rons 
Shor 
DWFIcons A COllaciion of icons lor WorkBench 2 0. 
■ncltjding soma Itiat a^e fo: an intoiiacod 
WorkBench, Author: David W, Ferguson 
DWFProselsA colLecliori of AmigaDOS 2,0 presets lor 
pointers, palettes, screen modes, and 
Vi/oikBench backdnjp patterns. Author Davd 
W, Ferguson 
MuHBonRequest: utility which can t>e used m scripts. 

Unlike other tools (Quick Request, Request, etc) 
i| uses checkbox gadgets, lr>cCudes source in C 
Auihor Michael Watzl 
NewPosA tool lo losize and move Iha active shell 
window ditectty or ljc«i scnpls. Freeware, 
includes source in assembly Author Michael 
Watz! 
Fred Fi»h_DI»lLfiB? 

AmigaEMS A utility program lor Amiga bndgetioard 
users that alkiws you to use any amourat ol 
Amiga memory as expanOed memory on ine 
bnogeooard AmigaEMS is UM-EME-lO 
compatible. This 15 version l Ot, shareware, 
binary only. Author drs A, 0. Hagan 
Fia:Blank A commodilios sCieen blanker written lor 
KK^starl asid Work- bench 2 04 (01 highei) 
When running wiF Wank [he sc<een and start to 
draw real plane Iraoais such as dflscnt)ed m DW 
Sepiember 19S6 issue ol Scientific American 
Tha resulting images rtiay remind you of spidira' 
webs, tace 0( even the Chtaaman patterns 
lorthed by grams ol sand strewn across a 
vt&ratmg surtacd This is version 2 2, an update 
to version 1 ,6 on di*k 588, and indudes 
numerous bug lixes arid enhance- ments (such 
a new fractal type and b lonl-sensilive user inl- 
ertacoj inctudos sctjrce m 'C" and assembly 
language. Author Dial Oisen' Barthol 
F^TwerPiayer A ver/ povrfldul. user Inondly and system 
InflhcSy mo**a pia-ycr. li can handle rwarty all 
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UHlul moduis-lormais (iNkKS8lfACk«r, MEO, 
' CHttftlyiH'- Btc). can re^ powerpacked modui«ft 
and OOmu akNtg with its own ouncher iKat 
mw 0wpow«rhjl Ih bbrory wiincn bv K^iri^al' 
8wVi«t. iteadslhfl powerpackeir l>tiiary ary^ lh>a 
raqtooia libfary to r^jn. t»tn ificludM v^ tTw 
focluigii Also inclucl«i some Bampi« mociutM. 
This d vtintor\ 2.7. an updaTe 10 v«rM>^ 2 1 on 
dak &47. liMwsrv. CMiaiy only Author Slephm 
Fuhrmann 

SFCodsr A pfDgrflm D^l anows you to encrypi and 
dsctypt Mbi by usng a password Us«s 
eomf4u rouUws to as&uta tr»6 tacurriy o' your 
ditai. RoquNVS OS 2.D to run. Version 3 0, 
if9»war*. binary onty Authof: Slflph>an 
Fuhmvartn 

XPRO eXteinni PRotocot Dfivof A s-Wndaiono d(iv«r 
ulility lOr doing fils transtais with XPf\ librRiiat 
Haa many lectures lihe c^iridr cNKkirkO and 
rvtum codfl to<lirediO'i IIoj- "stupuT larguages) 
lndud«3 sourcfl m C, Author Oijver Wagnsi 

XSB BXtsmal SCTeenBUnker Standard 

Docurrvffiiasion arnj e±ampies d a mw iibraiv 
slandaid lor fancy 5cie«nbvanlcBr$ Intiudn 
SUiWaid, StMjUH* ifiO PiyOoatialtC blanliBfi 
Pubic Dofnan. soum nn C a mctudad OS 2.0 
amy. Aulhot Ohm Wagnei 



Octllli^0f*l>y«r Sftndalonfl piay«i pfCtgram lor pUywDQ 
langi nudt wim OOaMED. Can load 
tno+umplM-fonnai ano UMOaMMDi- 
moOuiM rTi«4« w<ri MED V2 10 or Laiv. w any 
Tnmon (A OctaMED Can iplay stan- dard lour 
chamcH Ajp>ga soogs. MJDI sonQa. S 10 B 
ChanneT Od&MED SOngs. and moHJ-nnodulo* 
Has a nica 2 kxiti And works fioa unCiir 2.0 ai 
w(Hl as t 3 Verstom 3 DO. bindry wily Aultiof 
T«ijo Kjnnurwn ar>d AMIC^MUT$ UNITED 

ScrtwiSnap ScFHnSnap allows you to sava arMi clou 
tcramnt. at any app^j- cation It tWiV99 OS ? CH 
arvd hxJlkIM GAmian documanta- tion Tfia la 
weition I ^2. txr^a/y orJy, Autho< OtiV«r Graf. 
TOM Software Wuppmlal 

UpOMUkpon A tool to add icors \o ti6S Mf>a tk&mitrs 

wfw3i do rurt yet ftavs icons aiiaciTed. to updat* 
the dflfauR tools and to resal D-« po«it»n$ i>l 
cons V«ry harKiy tor ifisuiatofi scftpts FW- 
{|un« Kk;1isUi'1 and Wort(2wncti 2 04 (or rughfr) 
VWann 1 .0. ticMlu aourca m C Author OW 
-Otan'Bvinal 

fwdfiriiDtelLaW 

AlsigrrVVadlpv An AuignX clon«. redeugned Trom iPva 
ground up. nwhci lues a couple of poteni>ai 
tMigs m Iha ongmal program and is also abia to 
cope ifrOh an imemaitDnaJ^zed operahng sy»iofr 
Kickstart and Workbe^h 3 04 Of tvghieir 
required Vej-SKjn 1.1. sourc* tn'C n included. 
Author OLat Olsen Barltwl 

Pnof* A iirftfty straio^ game Vo«f goal is to conn«ci 
»vflryone lo tr» pbtjofl system wiWkh/( running, 
out at ww«. Tlw cOunBTy n wtucTi Ih^w p*d(>i« 
h« U fid dI Hgh mountaknt. dM() rMo, wd 
ihiflh^ fxvQusntKj fQsdc so ooonecboQ 
« Wr yorta upiiiayndlbcaaay. Bnaiyoniy. 
Aoiror To&as Ecken 

TKEd TKf d is a vary comlotabta Irttudion-baHd 
ASCII KMW. It can t^M tails iMCkad wth 
PD««rPacker. t>as use<-definat>te rnenui. a 
cornhxtabto' AREXX-ff^terlaca wrth 102 
commandi. an M^tertace to sotw ef romota ^ot 
programpnars. macroG. ur>do. support! h 
and rnariy oitvr Iftaiures TK£d i& lei 
can b« mode r«&«dent fi ai» checda itMlT lor 
Ipnk- viruses Varston 1 .05, on update td wmon 
1 OOa 00 aisk 620. Bmary only. Author: Tom 
Kroener 

FaslGi^ A last GIFa? file viewer wntieniri very opttmised 
CSm, bvt (Juplays. orJy pictyres wrth ng rriofO 
man 32 Colors Supports overscan. NTSC A 
PAL (JtV>lBV. aiowit scFO^'ir^ for &tg pOures 
VfttldnVl.Oa.bnaTyanty Auihor C>n*lDpNi 



Find Val ajucher file find uMy. OAvwH Frvn oiher 
progr&ms Ot tM<S kmt Jn tfktt t IcquttU KHdiatarl 
and WiWhoricfi 201 |w tilg^af) torun. spons a 
IWI-sertsjtrve usar tfUifue, irWhjdU 
WorUterK^ Apo>corv'AppWrkdow SLOPcn. 
Wetype Kjertj- ihcal«yi.arKl oltiei" oood«s 

Verson 1 .7, includes source m 'C' arK3 assembly 
languaga Author ^a' Oiser;' Barthei 

MDFicar Some ol the newar A3000'e have hiqh density 
iioppydnwes Inltie 37J7S vHFSjon oIkickBtBit. 
HiCl diEha are rvM 'Completely supported in KD 
modi) Thitpr^ianipatClws the system BO that 
kickslan V37 1 75 owners are a&e lo use < 71 
MB HD disks in the lloppy dnva FtrKjuires 
WorKQerKti 2.04 T^is is ve/sion 1 .1 0, an updaia 
lQvarE>on 100ondisk&45- Binary only Authior 
Peter -Iver Edert 

netrCue * non-muUilaskJng shoct'em up garne with 
smoolh scroiling m lArae drractions. lour 
ditfereni ptoces ol mute highsoxo hii. ct«at 
ifioOe. eic- AviomabGaiiy noixxi H iiarted or an 
NTSCdf PAL macitme, and uses lull PAL 
aceen or NTSC overKan sctoen Bmary Ol^ly. 
Kharowate Author. TtJtMas EcLert 

VirusHunter A riarmless screen hack.. Author Totnas 
Eckert 

CUanuAl Disk 1 of a 5 di^ disln&ulion ol one ol Ihfl 

Eargost colioctions ol docurTwnis. ojcamplds. anQ 
ulllilies in C tnr ihe Arriga. II consists ot Siv 
manudli. mi^ mora ir\an 40 chapieii, 17& lutly 
>ekecuiAbi« eiiampies compCoio wilfi source 
Oddo, and several ulilibes and olt^er QoodMi 
The munuais describe how to open and work 
wrilh Screens. Windows. Graphics. Gatdgetl. 



Requesters. Alerts. Usnus. lOCMP. Sprites. 
VSp^tes. Amig&DOS. Low Lev«l Gra&h^ 
Routines, ale Thoy also evpLnm How lo use your 
C Compiler and give you importanl inlormatkon 
about how ihe AJTuga *ori>s imO how your 
programs shoukf be designed When unpack ad. 
the manuats an^d examples nea-tv tiU up rweh/e 
Uandard Amiga ttoppios This is version 3 0. an 
upOate to veis«n 2 on disks 4S6 and j57 
BecaLsa Ol rls SJje. it is d4int(,red on tfwe tOrsry 
diSJ^S. 691 mtOuSTi 655 Author ArtdorS BfOnh 

End.ElltLlHlU32 

CUanuaJ Dak 2 bl a 5 disk datnbulJori For lull 

descTDlron, piea&e mm FF6di Author Anaemi 
Bjerin 

frid Fifth Diik 693 

CManual Disk 3 of a S dii^k diairrbuUon For lull 

<j6$cn£)ti0n, pJea»is«fl FFG91 Aulhor' Ancters 
Bjecin 

Frt(i.F.lth.GitL&» 

CManual Disk 4 0lab disk dislntmlion. Fck full 

dascnotion. piease we Ff e9i Auihor Andej'S 
Bjer>n 

CrossMa^e AoDssword puzzte game «>here ir^e player 
»gnMnthtiMord*bv>rv>ckM*.TheDbtKl nta 
fevlawiyupteaailthaMQrdibKk v^iome 
puzzle. Optkvw ndude t0.20.0f Ww>«d 
Qwnw wiOl oha o< two pteyen Vervon t Q. 
bmary on^ Authof James Butts 

Kan A program ihti patches a replftcemeni. deiale 

funcTicn mo the DOS Irfvary Thts program maO 
simulaia ttv TtasTicar^ lufxiion provdvi Dy 
Workbench Support programs provxied lo auo* 
automaDc purgir>g ol Kan directory Iron startup 
seqifCi^e. Compatible w^m 13,20 and Am>ga 
3000 Versjon 1 Oa. an updalo Is uer^ion 1 Q 00 
dijlc 6$C. Bfnnry only Author James BuHb 

PymToShd Takes a lUmdaid PGM format gfaphh:* 
trf^aga and Creates Irom rl a PPM im«e* 
contain'>g information 10 View btldt HXl wrtvtt 
tmage^tn 151 (hades Ol gray vqlMd of Bw 
Ajniga'ftitindvd 16. n uut tf<* I'lwnochrame 
compoaito Wtoo output ^ck avaiiabie on t^ 
Amiga SOd and 2000, so provided you have one 
ol thftw cempuiets ana a monAM capatM ol 
rec^wng its inp^ tTifOugh compotJiTe video, no 
modittcatiorts are requr^fJ lo the Amqa The 
PSMP^ua tcxaiy of orapNct r^anfiuutton 
rou«nH«r»qijl(«dtarfk|fceuHCirtht3 prograim. 
U wri as a tiandard tFF viewer such aa 
Mostra A sample (est wtage is nckided Thti a 
varsjon 1 0. briary only Author Dan Charroi* 

CManual Dish 5 Of a 5 d^ d»trtfHiU)n Fo« Ml 

Oe&CnptonH ptea&e Me FF6d1 Author. Ander& 
Bjerm 

JCatc A powerful cak^u^io^ wit^i many loatures. 
Indudng UMnWirved uanatSes and luncbons. 
CHHytopngrafflfflirtgconstiucU compiei 
numtMrolaMiani and ma*, lias 
eonyrhjnii w fewtivcbona., end n^merou* 
■aJMictat. This la v«qion S. a ligruAeanl update 
iDwraian 1.lmdWi6SO.B>Wfyor«y. source 
swKKbte rrom sulhor. AuVwr Mvon W Scod 

FPDaia A small uttity har enavhing au Mta uwiq 
Nko F-aro>s' powwpKfeer.lbuy. Requku 
Kickslan 2 Of later. Mchjdea ewtve Auffipr 
Uanm W. Scon 

FjMJ^lftnniKJH 

CLITooli Two smafl theH cenwnwtat. Uucfi and vm. 
vihcti ^hav« tike their UNIX oousms, and can 
be made le&idofil KiChslari 2 or Lalei required 
Includes source Author. Martm W Scott 

Drivers Printer drrvers lO' the Carioa EJIO. 0J2O. 
SJ130. BJ300. ej^DiQ. artd the 9 pin Epson 
mode Star printers, iQclU'des pio'or&nces 
progra.ms lor conltoilLr^g addittrvul optcms such 
a& margifi. Ivneout, |ob end s^nal, arXon switch 
bok. greyscale converito lunciion. cusiomned 
tab stopA. datai^n typeface', tnti rr>ore Binary 
on^ Ajthoc Wot Faust. Astn(ii.1ed by Canori 
Europe NV 

iFSLaCi An llafatad Fundon Syslem Itactal generator 
TtM one locusM en tie *CpiUg* Tneorerr^* n 
p«nnC( you to draw an Ippiwrjite outline D< 
thcplHinHI1iaaBl.lbana«atdtr)e oona^ 
4rKtty. jigsaw-puzzle slyie. (rom actual redLced 
images d ttie oultrte thai you can niantpuiate 
ar>a de'ofm wtti the rrtouu Theanraciors ot 
the resuttant if s codes can be rendered m biaclt 
ana while or in Qrayscale. and saved lo IFF lUea. 
Verijon 10, mcJiXMs G<iurcA in C- Aivtr^^r 
Nathan Zeldos 

MemSnap A srrall memory monitor utelui lor uoir^ how 
murdi nemory other progiams lake up Based 
00 fi program Cdl4cd ^Aon^tei, w^x^ broke 
un«r Kckstart 2 ReQUires Kickstarl 2.0 or 
higher. Includes source AutFvir Martin W Scott 

Tir^iock A ore |jt:le analog clock with kits ol features, 
irtduding pop-to-'ronl, hourly chiTp. ar^ alarm 

$420 and colors used ore owitigLrabte. ma it 
UMS vny Ftttie memory or cpu time nequirea 
Kckstarl 2 o« higher Bmaiy onty AulhcK 
Uarui 'fV. Scott 

WirvtowTiter A WB2 comrmodly 'or errangirfl wndbWI. 
CoTTfes wilh many tool types lo help customize 
rt Supports virTual screen usors. iiiirtg, 
cascacing. refujjnil windows 4 Kieens. 
aipb^ng windows, elc This ts version Ztb. an 
update to vfitsioh 1 .2.1 on diok 623, wilh many 
onhancemems and bug fixes. Brrury only 
Aurhor. Doug Dyer 

FridPlBh Disk 697 

tlackdish A complete iraplacem«nl lor trachdn^k dov^ce 
minus Bupjloil tar 5.25 inth and tSCFlPW 
lloppiai. ti offers a verily option and ts faster 
than trockdisk 2 Hackdisk is supplied as a 
Rom Tag module and may be RarnKick'M or 



Mach 10 
Computer Products 


Hardware 

HiOSOOTowBf S 620.00 


Software 

SuperJam S 83.50 

Deluxe Paim4.1,..S 117.00 
ProlBssional Calc.S 1B2.95 

Black Cry pi S 36.00 

Final Copy S 59.95 


MicroBotics VXL-30...,S 319.00 
Sunnze Ind. AD1012.. .5 499.95 
Impact Vision 24 S 1799.00 




500 Expansion System 

■Internal 51 ZK Ram 

W/itti Clk/Cal 

- External BflOk floppy 

dnvB, 

Special $105.00 


Mach 10 Computer Products 

Orders Only 1-800-925-3587 

Fax (410) 256-4236 

Tech support (410) 529-5361 

Call for our FHEE catalog 



Circle 1Bfl on Reader Service card. 



placed diteary n me Kidtstan ROM. Free <or 
non-convnetoal uM. BHAnb'y source nAjded. 
Thtt ie waidn 1.1^ tuJtW. Dtn BcbOOdc 
HiSpMd AhiQ^apHdpdminguMttylorOtAiil 

pilntan. Output to reducad to atnut 1M of tt 

0rlgiM[l4M The maiffTHxnprocBsWig speed IS 
4pa0H/nw Supponi ANSI ESC codes la. g 
Raid), iwngle or dou&ie s,KMd pnnCing, mut^ilB 
copies, and Iree ayout Two lonis are avaj.U)(e. 
DeskJet RAM catndge required VersenE?, 
shareware. biruir,i onry Author OnEmar Ei«rt 

QMouse Ani unusually smsfl arxl lea lu re-packed 

*mouse utikty" Was inspired by. but not derrved 
trofTt. ih« onginal QMouse Dy Lyntan EPO- 
Featucei pichxla aulometic wndow acln^alon 
(Mw WtrtdX], topHloa btank^^g for A3000/A2320 
UI»Hh tyiUrnlnendry mouse blanking, mouse 
a ce atat aU o Mwat how. 'PopCLr. cbckto-front^ 
bac*. ■SunMouie". "NioCkck". "WAlSlar'. 
Northgate key remapping, and more Reourw 
Kicuian 2'.0, but a not a commodity. Onty 3K. 
Version 2 1 0. pubic domam, assembly soLirce 
e^duded tuOxir Dan Sabcocx 

TypoGrapMf A softfom edoor package lof 2*-p*twrners 
and DeaUel pnmen {any cnoderj Edrtor 
auHtofttLaaatlDntt,I>aahJMlortts. Amiga 
lonti^ptnwfllarlonia and IFF lies Feaiures 
kvUSa eboUl 40 dr a wwig commands, speoal 
eflacts (e g 3D lookj. rrnpoCfl»pon o( IFF 
jmages. ger^eietuwi ol width taibiet. and more 
trtdudes several tools lor easy downboBd (e.g. 
simulatiDO of 'soft' font canroges) Requires at 
least 1Mb of memory Vervon^OS. shaieware. 
bir^ary onfy. Author; Dietmar Eitert 

SCRAM500 The 1^ ol ft M»nes xjl Pufi*<: Domam 

KitWare' hardware pro|e£U lor the Amiga On 
this dak you wiii knd \rm design lor an BMeg 
RAM and SCSI controMer tar the Arroga SCO 
{SCt4 RAM lor the S(» - SCRAM 500) Vou will 
also Imd en c*T>er lorn to oWam PCS. chpe and 
whatever yOu need to build one The SCRAM 
500 4 easy to bu>id. cr«ap and should be use^ 
to a kololpeopie Included n this dotribubon q 
cofnptete docunaniation ofi now to assefribte a 
SCRAM 500, notes for Amiga 1000 owners, a 
descnp4K>n of the custom chfis. rles>gn notes, 
trouble stxHiing gj<le. uMr« manual. xnM o' 
mfljenjdlia. 12 hfPGL ptol files lor Khenui-cs and 
PCB layout, hard dnva partriior^ihg software, a 
mountaOie device dnvo', a ROMabFe driver, and 
morel Aultior. Norman Jackson 

FJKlEUtLENikefS 

EZAsm Combines68000as4»nnbJy language with 
pATts at C. Pri>>uees highly optimi2«d coda 
Uses C-iika luncton catls (supports all 2.0^ 
Functions), tiraces. 'eise'. * Id" support, arvt 
much more Con)** pur)d«tj with ASSk and 
BHtfik. lor a ccmplate |>mgrajnmog errvironrrwnt 
This tt verMiT) 1 7^ a^ update to versiori t .e on 
disk 592 inctuides example source artd 
eiecu^abta libes binary only AuttK>r Joe 
SieCMihnunri 

FFConvert A program to conven the diHerent 

Compression methods ol IFF ll^M Nes- It 
suppofU the normal compiesaiOJtH a hew 
compression rrwttKd that compresses column 
by column Instead ol row by row. and 
uncompitissoo lil«s. Vi^rsbn 1 1 1, indtxles 
source Author Mailhias Meaner 

MirngWilll Munges rremory and watches tor itlegal 

FreoMem'fl Espftcially ub«lul >ncomb44iai>cr> 
wilh Enlorcor Ou-put can go to either the sena) 
01 (Hraliel pod. IrKtudes n r>ew UungLisI 
pri:igiarTg thiat eitamines used memory areas tor 
Mur>gVi/all lag mtc. arKl ckitpuls a list ol whc 



Owns the k^raus pieces of aflocaied memory. 
ffiewT sue«. etc- Can evBn lOertity ^ owner o< 
T<t marrary by OA name. Ths ia veifidn 37 .52. 
an update U version 37.5 1 on dak 659. B«ury 
only Author. Commodor* Arrtiga: nibmitted by 
Carotyn Scfieppner 
ReOrg ReOtg is a last ask optiuze^ that can be 

lOBd Ipr noppy disks and hard disks Suppoirls 
flaw KJdmtan 2.(M features induding ruip and 
soft Mta and High-Densjty;}rTves indudes 
prograrm v«rtiertt in Er^iish and German lor use 

wfli KJckJlart 2 W onty Ths ls version 2.3 an 
updalfl lo versjon 2.1 on rlisk €78 Stiareware. 
bi"\afyof.ry Author: Hoigei Kcuse 

Shnnk A new arciuveC that uSeS dyniamK: anIihmeliC 
encoding wrth a dactior^ary sue from l-&)Kb 
Stowei than other archrvers. but seems to gel 
b*li*f cprr^reufon raiiot Aifwner inteiresiifig 
loatttfv ta mat it uses a rww IFF lomiat lor it's 
ar^HV* Ues Verston l l. tvtary only. Author 
MaoMasMetuw 

Suer Repots the s^e ol seieoed itsk objects 

jinduding subdiieclores^ II regorls the number 
of Erytes i\ all pia^ fiiies ana tna mm^ier of 
blocks occup«d by dies and ctrectones- it u 
Warued Ipr tha WoiUnnCh usai who wams U 
know d tt>afs It tpom to (kag-copy one or rnoTB 
■dona tndudBsiourcaarvl&nary, Aulticr 
FaUxanG Dufoe, III 

FJtdftltLDllklOa 

TextPlus TeXtPlus Prolessxxial is a TeX tiorlerHl word 
processcHT Now you are abba to create TeX 
documents without hiaving to Hnoiw anything 
about the profesSKlir^ai typesetdnq program TeX, 
Mikes use ol PasTeX. Georg Hessmann's 
Amga impiemeniiiDon ol TeX. Contains both the 
EngiSh version {4 DCEN) ard the German 
venkxT (4 DON) These versior^ are updates to 
the 3 00 veraons on dtsk 4B4 ^lareware 
hriaiv oiVy Author. Martin Siappief 



To Be CortirMad. 



In C&fidmlofl 

To ihB best ol our krvowledge. the materials m ihis 
library aro Freely distiibutable. The means they wore 
either pLih icfy posted and ptac^ n tile pu&lic^ tjomain 
by Ihflir authors, oi Ihey have lestncdons pjblished in 
Iheir files to whicit wa have adhered. 31 you become 
aware ol any vioLalion of the authors' wishes. pleas« 
CtMitad us by mail 

IMPORTANT NOTICE! 
TTiisiist us compiled arxJpubUs,hed as a serviceto the 
Commod-ore Amiga cornmumty fcr jntorrriatjoral pur- 
poses only. Its use is restrxrled to non-commerciai 
groups only' Any dupi«al»n for commercial pur- 
poses IB slhclfy forbidden. As a part of Amazing 
Com(Hjlir>a"*. tints list isinherentty copyrtghled. Any 
infnngament on this propnetary copynght wiltxiut 
Bnpressfld wnttan permission ol the publishers will 
ircurthe luU force of legal actions. 

Any fitsrt-comnnen^al Amiga user group wistiitrg 10 
duplicate ttiis list should contact: 

PiM Publicalions, Inc. 

P-0 Box 669 

FatlRtVBF. MA0Z7Z2 

AC is exlrernelyinteresled in helping any Amiga user 
groups in rK>n -commercial support lor the Amiga. 



•AC* 
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Graphic created by SIGKid artist, Mae! 
Gerord, and printed on a HP DeskJet 500C 




Curt Kass (left) was mentor and coachi for Ihe project. 




SIGKid Video Editor, Jim Kelly, used Toaster effects. 




SIGKids 



Hul Young Pok and Helen Choi created animations witti 
a Canon digital camera and ttie Amiga 



SIC.GK.AI'H '92 offered more than just ttie latest in computer 
graphics and animation. It offered the future by inviting 30 students 

ranging in age from 1] to 17 years to participate in a learning lab 
M'orkshop of \'ideo mcd ia and techniques. Du ring the week-long e\'ent, 
most of the students were working with a variet\* of computer plat- 
forms. Howe\er, lU students, plus one iate addition, were selected to 
work in the Amiga Art Comer. 

.■\rmed \vith some of the best Amiga softw'are and hardware 
available, the Amiga enthusiasts were gi\'en a project to complete in 
just six days. Starting on Sunday, thev met to construct a video 
presentation to be used by Nickelodeon's "Nick News W/5" show 
produced by Lucky Duck Productions. The video was to be "a short 
solution-oriented animation expressing 'What Is Wrong With America'. 
Using humor or a positiv'o theme, tel! it like it is, and visually offer an 
answer or solution for our country's problems and difficulties!" 

Within two days, the team had created a script, produced a story 
board, and found film and props to incorporate into the videcj. They 
divided the effort into separate work modules and, as each member 
discovered thedifferent powersof the Amiga, evervone began expand- 
ing his or her ideas. 

The Amiga Art Comer was the responsibility of Amiga artist and 
\vrtter Curt Kass. .Vlr, Kass was able to obtain a large assortment of 
Amigas on kian from Commodore's Chicago area. Eastern Region sales 
office. Commodore not only supplied the machines but also provided 
hands-on assistance from CBM employees Ken Nordine Jr., Stephen 
Johnson, and Rich Block. 

Curt's success at obtaining leaner equipment extended to third 
party companies as well. Among the software and hardware contrib- 
uting corporatior\s were Bogen Photo, Canon US.A, Digital Creations, 
DKBSoftivare, Electronic Arts,Great Valley Products, Hewlett Packard, 
ICD, JVC, NewTek, Pioneer Communications, SoftWood, Sharp Elec- 
tronics, SyQuest Technology, Systech Electronics, and TechMedia 
Video. This offering gave the students an arsenal of Amiga tools to 
learn and explore as they created their project. 

Although the students ranged from seventh to eleventh grade, all 
age differences disappeared in the creation of the team project. Each 
student understood his or her importance and contribution to the 
finished project. The teamwork and control of the project is a credit not 
only to Mr. Kass's ability as a teacher, but also to the maturity and 
responsibility demonstrated by the students. 

The 10 students from the Chicago area were Bob Casey (9th 
grade), Helen Choi (9th grade), Nathan Fred rickson (7th grade), Michele 
Gonzales (11th grade), Jim Kelly (lUh grade), John Kubo (10th grade), 
Chris Montoya (10th grade), .Adam Mathes (7th grade), Corey Murray 
(10th grade), and (-iui Young Pak (9th grade). 

(SIGKids is continued on page 79) 
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Power-Tyour Amiga with the Latest 
Hardware from DKB 




Now yffli ai gU LUilijhd 4 Megabytes of 32 Bit memory. 

• Expandable up to 1 12 Megabytes of 32 Bit memory. 

» State-of-the-Art design breaki^e 3:'^egabyte limit that 
other accelerator cards have and allovmhe use of different 
size memory modules in the same bank. 

• The DKg 2632" has four SIMM sockets forexpansion using 
32 Bit wide SIMM modules. * 

• Using 32 Bit wide SIMM modules enables you to install only 
one moduleto add up to 32 Megabytes at a time, modules are 
available in 1 , 2, 4, 8, 16, and 32 Megabytes. | 



KBT632 

32 Bit Memory Expansion 
* for the Amiga® 2500/030 



Installs onto the CBM A2630 Accelerator card. 

• Does not use autoconfig space, uses 32 Bit. addre.' s space so* 
that you can still use your AT Bridgcboard with n ore than 6 
Meg^ of Fast RAM. 

• Excellent for Desktop Video. Desktop Publishing and Mul- 
timedia applications. ^ 

• Lets your system multitask much easier. 

• Lets your Amiga ' operate tastcr*bccause of the de iign of the 
32 Bit memorv' board. 

• Fullycompatibie with Workbench ' 1.2, 1.3. and 2.0. 

• Compatible with tiie MegAChip 2000/300" and VluItiStart 
II ■' ROM board. « 

• Simple installation, no .solderin i required 
Compatible with a wide range of Amigaf) peripherals 
j. i^ Full one-yea • warranty 



MegAChip 
2000/500 4 

If you use your Amiga for Desktop Video, 3D Rendering & Animation, 
Multimedia or Desktop Publishing - Then you need the MegAChip; 
2i)00. Doubles the amount of memory accessible to the custom chips.' 
Uses the 2 Megabyte Agnus that's in the Amiga A3000. Greatly 
enhances Graphics capabilities. Fully compatible with Workbench 1.2, 
13, 2.0, and the ECS Denise chip. Fully compatible with the Video 
Toaster and other genlocks and framebuffers. Fully compatible with 
GVP's and Commodore's 68030 accelerators. Why upgrade to 1 Meg of 
Chip RAM when you can have 2Megs of Chip RAM like the A3000? 



Conta^your local dealer or call 
for information * 
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DKB Software 

50240 W. Pontine Trail 

Wixoni. MI 48393 

Sales 1313) 960-8750 

FAX (3 13) 960-8752 



Cirete 194 on Reader Service card. 




jML 



jeaier inqumes welcome 



